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Gremilin Game Pack 
Auf VWiedersehen Monty & Thing Bounces 
Back d+ Mask x Death Wish x Jack The 
Nipper Il in Coconut Capers 
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| Lasgtissue | emolusivó Faúntlod the 
stunning truth behind CRASH 
aditorials:; they're written at the last 
minute and flow from desperation. Weil, 
thigis no exception: f's written in my 
tinal minutes at CRASH, which makes 


ke a Microfalr, and |'msure everyone”s 
cdesperate to see me flow away. 
There's no room to wax nostalgic — 





her combal boots anyway. But (in the 
| tedious tradition of Qscar-winners) PA 
justihank a few people. Weil, half the 
population of Ludlow; all the unsung 


did you last hear a hero sung? And have 
vou nóliced how everyone always 
thanks the unsung heroes and 
heroines, to tha point where lhey must 
ipai like Oliahoma?). Markia, Wayne, 
Roger. Ol. David, Tortoise Shell Presa, 
everyone in photography and film 
planning and printing and accounts and 
advertising, Fran and Glenys who type 
letters, Karl who takes them to the Post 
fica — tha magazine would never be 
produced without their work and 
Pabence, vet they miss out on lhe 
boldface bylines, 

Ermofi to join the unsung heroes = it's 
| Coming on already, | have this 
ovenwvheiming impresston of being a 
South Pacific doctor and slave over a 
| hotmake-uyp screen at Computer News 
| magazine. 

50, Hitake a last ok atlitila Ludlow, 
ts thousand minarets glimmeringinthe 
tanhght,.. give ny regards to Broad 
| Street .. andhandoverto... 

Oh, that be me, Steve Jarratt's the 
name. Some of you may recognise me 
from EZAP! where | have been working 
| formerky as a reviewer, and latterly as 
assistant editor to my very good frame 
Jultan Rignall, for the last 13 months. 
Just in case you're the siiaghtest bit 
interested, | core from Tividaie in the 
| Black Country West of Birmingham), 

have a degres in Chemistry (a fat lot 0! 

good that did me!) and I'm 22 (0K, so | 

Bed: [im 25). 
My interests he heavily m science 
hotion, films, computer gamas 
(surprise, surprise) techno -stull and 
music favounes: Rush, Peter Gabriel, 
Genesis, UK — even though | can'tgel 
hoid of the albums). 
we also have two other new names 
appearing this issue, the first 0f whom 
15 23 year-old Katharina Hamza. Kati is 
of Austran/Egyptian descent (| Kid you 
 nótjand originally hails from Vienna, 
| Complete with English degree and a 
wide Enowtedgs o! computer games, 
Kali will ba acung as reviewer and 
adeing a dash of intellectual glamour to 
His drab old ofice. 

The second new ravigwer takes the 
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thelast days of the Romari Empre seem 


and Philippa Irving would scraten itwith | 





lumbering form of Mark Caswell, from 
Aberystwyth. Mark is a keen computer 
gamer and has a wide range of 
experience across 8- and 16-bit games: 
Em sure youl find his opinions mast 
heloful, Mark 5 23, big and noto! 
siri Eayplian pica d 


herves and heroinas of CRASH. [When [RF 





| nom vou will all be pleased to hear 


that CRASH is once again the biggest- | 


selling computer magazine in Britain, 
just pipping C&VG to this coveted title, 
Our crculatón ds current hovering 
betow the 91,000 figure, which goes to 
show that the Spectrum market is 
certainly NOT in a decline. Good news 
indeed! 

More good news is to ba had for all 
those of vou who sperd hours and 
hours sweating over computer and 
arcade games to get that lagendary 
highscora. Newsfield, in conjuncton 
with US Gold, the National Association 
of Boys Cubs and Montbuild, have 
instigated the first National Computer 
Games Championships. Interested? 
For the lowdown on the highscoras, 
stroli on ovar to page 92. 

“Ti next month. 
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CYBERNOID 


Exolon author, Raffaele Cecco, produces his best game ever! 


GUILD OF THIEVES 


Have you got what it takes to become a member of the guild 


JINXTER 


Magnetic Scrolls have all the luck 


HOT sHOTS 
75% and over... 


Can you pass the academy's testin GO!'s latest frantic Sela 


sa dog's life in the budget market 


FULL INDEX 
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Dreams 


Demon' 5 Firebird 
Fe Revenge 
Cascade Games. 











80  ARKANOID - REVENGE OF DOH 

The best bat 'n' ball release yet? 
108 BEDLAM 

“em up 
T6 IKARI WARRIOAS 

The long awaited Elite game meets with mixed reactions 
24  RASTAN 

The violent retum of Imagine 
10 STAR PAWS 
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THE BUDGET late! Alternative is 
making several ofthelr games available 
| on disk, Each will have three popular 

| titles and retail at £0.99. The first, 

| Sportacularis released on 23 February 
| and'features Soccer Boss. Olympic 

| Spectacular and Indoor Soccer. 


OCEAN 's releasing a compilation 
game pack in time for the Easter 
holiday. He are the Champions. 
available from 17 March, comes in a 
twin piso gift box tor £9.95. E 
| games included will be System 3's 
[K+ [91% issue 49), Activision's 
Rampage [69% Issue 49), Imagine 5 
Renegade (89% Issue 44), Palace 

'5 Barbarian (85% Issue 41) 
and Electric Dreams o sui 


DESTINY SOFTWARE are running a 
competition in connection with their 
first release Feti(61%, page 17), andthe 
winner could receive up to £30,000. 
Inthe wake of a recent Russian 
expedition which came within 30 yards 
| of the legendary creature, Chris 
| Bonington is organising a search which 
| ts probably the most comprehensive 
vet. The bookmakers William Hillare 
ebving odds of 150-1 against 
discovering the fabled beast and 





THREE DISKS 


CDS Software have re- 
programmed the successtul Colossus 
d Chess and Brian Clough's Football 
Fortunes (42% Issue 38) specifically for 
the + 3, They are pricedat£14.99 and 
£1259 respectively. 





EASTER COMPILATIONS 


[58% Issue 46), 


Databyte s latest release is The Spy 


Trilogy = à compiation of Spy vs Spy 


(53% Issue 19), The Isfand Caper (53% 


Issue 41) and Arctic Antics which has 
never been released on the Spectrum 
before, The trilopy is produced under 

licençe from First Star Software Inc, 
USA and will retail at £9.95 on cassette 
and £14.95 on disk. 





Destiny have laid on a bet of £200. |f 
the expedition 15 successtul, the 
winnings are to-be use as hrst prize in 
their competition. 


To be considered for this mammoath 


reward, entrants should send a 


postcard with a description (50 words 


maximum) of what they think the Yeti 
will look like, to Destiny Software, 
Lamerton House, 23 High Street, 


| Ealing, London Wa 5DF 
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IN CONJUNCTIHON with Railway 


À Word Magazine and The Great Central 
| Railway, Hewson are launching à 


competition centred on the steam 
simulation Evening Star (53% CRASH 
Issue 45), By racing the clock, keeping 
atog of the full record run attempt from 
Bath to. Boumemouth and taking a 
photograph of the screen on 
completion, you could become one of 
the finalists to compete in the Grand 


Play-Off at Loughborough Great Central 
Railway on 25 June 1988 

Prizes include dinner for two on the 
Charmwood Forester evening wine and 
cine train and passes to the Great 
Central Enthusiasts Day in July. 

Entries should be sent to lan Állen 
Limited, Coombelands House, | 
Weybridge, KTI5 IHY'by 30 April 1988 
(hrst post). 


CRASH READERS” 
AWARDS 1987 


JERSEY, March 12, the Hotel de 
France, site of of the Newsfield organised 
8 — a software 


; sed t 
industry conference, the first ofils kind 
o eo ga 





| Details of the awards can be seen on 


page 57, but here are a few pictures 
from the presentation. The awards 

were handed over by Newsfield's | 
Managing Director, art supremo Oliver 


| Frey. 





+3 MASTER DISCS 
007 TRANS-MASTER. Transters majority of games/programs, Can even 


| transfer most “jerky' types. Can also transfer the older games such as 
| SCRABBLE and full 48k games onto Disc. Can transter, 


TAPE-TO-DISG. Can even transfer games such as Enduro-Racer. 
DISC-TO-DISG. Usetul for making “safety Back-Up Discs. 
DISC-=TO-TAPE. As above, but Saves onto a tape. 


007 TRANS-MASTER...... E 10,95 on YOUR Disc. 


DISC DOCTOR. Lise to PROTECT/UNPROTECT, ERASE/UNERASE or list in Hex, 
Decimal or reveal TRUE Basic. Includes DISC HEADER READER, 


007 DISC-DOCTOR.....E6,95 on YOUR Disc. 


MENU-MASTER. Insert your Discs and press a key and Full CAT held in a 
record (Upto 2300 Records). Can SEARCH & find any INSTANT. 


007 MENU-MASTER.... 5,95 on YOUR Disc. 


Prices quota aspume 


lorward a Disc. +EZ we supply Disc, 
Postage: LM iretand.. 
FX -GHARAMTEEO 


Pb mn 
Chadidorion Drivo, Uesortia, Bury, Lanceghiro Tod; 067 788 8717 
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Cybernoid - The Fighting 
Machine - will excite your senses 
more than any other game. It's 
action-packed excitement right 
from the start. Incrêdible music, 
stunning graphics, sprites, 
crashing explosions and bomb 
blasts that are out of this world. 
Hold on to your seat, keep your 
finger on the trigger - this is 
another major hit from Raffaele 
Cecco who gave you Exolon, 
Stay with the hit games from 
Hewson! 


SPECTRUM 


Cassette £ 7.99  » 
+3 Disc £14. 99 “e 
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Hewson, Milton Park, Miltom Abi non, Dor oxta fa ax 


As part of pur conta dovatápr ent of innovative sotiwfro we are a ape he pp AB 
“evaluate software sent toais with ale to publication - 








Retail price: €2.99 
Authors: 


| been | acclaimed 
= galactic delicacy for many 
years. After being hunted to the 
edge of extinction, Kd has 
subsequently bacome very rare, 
and thus very valuabie — to the 
pointof forming a highly prized unit 
of intergalactic Currency, 

Now, on a distant planet, a band 
of unscrupulous crooks are 
| breeding the Griffins in an attempt 
to flood the market, destabilise the 
monetary system of the whole 
| universe and allow them to seize 
power in the ensuing chaos. 

No problem: send for Captain 


Neil Armstrong. He'll soon sort | 
he would have | 


them out. Well, 
done, but for an error in the astro 
telex, Instead of sending for the 
clean-cut hero, the garbled 
message asked for the Inspector 
Clouseau of the  Starileet 
Tasktorce = the bungling Rover 
Pawstrong. 

Transported to the crooks' 
| hideout, Pawstrong has to kill or 
capture all the Griffins there to 


those priceless birds, is he 
dog enough to manage it? 
Star Paws is quite fun to play, 
using al of the varled 
weapons and contraptions 
to outwit the dy Space 


spee 
Griffins. | must admit that | 
they do look very much like 
distant relatives of that other 


turbo-charged bird, the | 
Road Runner, and like the 
Coyote in that famous 
cartoon, Rover laka the 
player) has a very hard time 
trying to catch the Griffins. 
The us puzzle is a nice 
idaa, but with the pressura of 
the time limit and difficulty of 


co-ordination, the bonus is | 
quite an elusive prize! This | 


amusing and fun collect- 


'em-up is certainly worth the | 


small asking price. " 





Producer: Software Projects 





Software Creations 


Éhe Tasty Space Griffin has | 
as à 


complete his task. To aid him, a 
Starfieet ship occasionally drops 
supplias, consisting of explosives, 


transporters, rockets, and missile | | 
taunchers, all-of which help him to | 


apprehend the runaway birds. À 
bonus side puzze ls also 
avallabte, completion of which is 
rewarded by extra points. 

Energy is one of Rover's biggest 
problems, 
Hghthy róasted Tasty Space Griffin 
in tha bottom left-hand comer of 
the display. As Rover's lifeforce 


28 
tha sm toma ni 


di + — — — 


represented by the | 
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Watch the birdie 


ebbs away, bits of fesh disappear 
to leave the bony carcass beneath 
Failure to find fcod to quieten his 
rumbling tum results in a pile of 
bones, and one very dead Rover, 
ÚÔnce he has either captured or 
zapped a Griffin, a Starfeet 
scoutship lands and takes it off of 
his paws. This leaves Rover free to 


| chase the remaining elusive fowil 


across the planet, and also under 
t, by using the mining tunnels 
entered by leaping down. the 
nearest shaft. À map and mining 
lamp can be collected to help him 
to make light of the situation. 
Such is the task that Captain 


Rover Pawstrong finds himself || 


lumbered with. Let's hope he 
doesn't make too much of a meal 
OFR... 





| to the 
| o are all well drawn 


“| really enjoyed Star Paws 
when ft came out on the Cb4 
and it hasn't lost any of its 
addictiveness in conversion 
spectrum. The 


cartoon-style 
SEO and detailed 
backdrops. There's a decent 
soundtrack that ares 


going at the same time it can 
get very irritating. Star Paws || 
really has plenty of variety: if 

you go down one of the many 
holes with a mining lamp on, 
you enter into a completely 


difisrent sub-game with a 
maze of and special 
objects to collect; if you pick 
up the bonus puzzle, you get 
a sliding picture game to 
complete for a bonus. The 


ameriay i5 made tough at 
irst because you have to let 
go of the direction keys to 
jump. This is soon mastered, 
though, and merely adds to 
the game's challenge. Star 
Paws is a very enjovable 
arcade game that has 

survived the conversion from 
the Commodore very well, " 





| 


Ig y. 


a As a budget game Star 
Paws is extremely good value 
for money. The cartoon 
humour of the canine 
Captain's dilemma is very 
engagingly  portrayed 
especially the | 
Tasty Space Griíffins. The 
surface underground 
locations, the vast arsenal of 
helpful items and the bonus 
puzzles make for some 
exciti and varied 
Defeating the 
dastardly birds with the 
appropriate weapons 
becomes an interesting test 
of dextral skill — there's no 
way you can simply outrun 


| them. There are a couple of 


minor  drawbacks: the 
parallax scrolling is siightly 
jerky and  manceuvring 
Pawstrong into the 


appropriate position to 


"collect equipment from the 


boxes is shloghtly more 


| awkward than it needs to be. 


These certainly shouldnt 
dissuade you from buying 
the game, though, which at 
E2.99 is one of the most 
attractive bargains around. " 


COMMENTS /. 


Joysticks: Cursor, Kempston, 
Sinicialr 
Graphics: Captain Pawstrong 


| isa superbly drawn and 


animated cartoon character - 
combiped with the many varied 
and ornate backgrounds Star 
Paws is a delighi to watch 
Sound: an imitating title tune 
with functional spot eftects 
General rating: a delighitully 
cute and humorcus game to 
play. With such addicive 
qualíties, at only [2.99 it 


shouldn't be missed! 
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Producer: Firebird 
Retail price: E£7.95 

Authors: designed by Graham Everettand Steve Cain, 
| programmed by Software Creations 


ack the jester's lot is not a 

happy one, he observes as 

he trudges out on an 
impossible mission to find nine 
enchanted lamps. The problem is 
he's in love, 

Well, i's not actually being in 
love that's the problem, it's thathis 
loved one is the king's daughter, 
Princess Grizelda. And the king is 
more than slighty pesved at 
| Jack's interest in his daughter; 
| after all, who wants someone who 
| wears silly hats and hits everyone 
with a pig's bladder for a son-n- 
ao? 

ão King Maxim has decided tó 
get rd of Jack by sending him on | 
| 2 crusade to retrieve these nine 
lamps, including the revered Black 
Lamp of Aliegoria. Once safely 
housed in the castle treasury, the 
lamps were stolen, and ever since 
the Kingdom of Allegoria has been 
plagued by strange and unearthly 


creatures, 

Jack sets out after consulting 
his friend Pratwesezle the sorcerer, 
who endows him with two magical 
powers: recuperation (allowing 
him to cheat death a few times), 
and energy bolts which Jack can 
fire from his belt buckle. 

And the buckle-dusters come in 
handy on Jack's traveis as he 
encounters witches, CrOWS, 
goblins, werewolves and — the 
archnasties of them all — dragons. 
| Energy lost in being beaten up can 
be replenished with food and 
drink, and other collactible objects 
include shields and weapons. 

Ônce each lanterm is found, fi 
must be taken to a chest (there are 
20, allaround the land of Allagoria). 
| Each chest has nina 
compartmeénts, each one a 
difierent colour. Jack has to place 
each coloured lanterm into its 
correct compartment — and defeat 
















| “ Black Lamp is most unplayable. Jolly Jack takes ages to 
| respond to frantic movements of the joystick or keyboard, which 
às infuriating in such a fast action game. And because of poor 
| game design most of your precious time is spent retracing the 
| jester's fooisteps back past the same old enemies over and over 
again. 
| But the simple game would be very addictive H it weren't for 
that. And the graphics e uai ingl animated and well-drawn 
lojas not very origin ranging from simply-drawn houses to 
cent mansions. epa the slow-moving sprite, Black 
Lao is mildly effective. " 


- “Zapping wicked iitches and io werewolves with one hand, grabbing 
the odd chicken leg with the other. 
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- Great pig's bladder, shame about the playability: Black Lamp 


à fierce dragon to get at the 
aponymous black lanterm. 

Ônce the lantems have been 
returned to their nghtful places, 
peace and tranquillity will return to 


“At first glance Black Lamp 
looks interesting. The higih- 
seore-table picture is 


| impressive — CEDESIaHT the 


two flickering lamps flanking 


| e day's high scores — and 


ço é cd gd with a 


porky líttie sprite wobbling 
| around 


nicely-drawn 
backgrounds. 

His movements are very 
sluggish, though, and after a 
few games Black Lamp | 
becomes boring. There's too 
much wandering around to | 


find the action, and whenyou | | 


do it's usually just e | 
creatures. Black Lamp is a 

barely average collect-'em- | 
up = looks bright, but the | 


ei of rd s00on goes | 








| and wa 





Alegoria. And, as in all good 
stories, Jack will get to marry the | 


beautiful princess, 


“ Jester Jack is an rd 
Tittle fellow, de with hisE 
the ron hiá p ig 
bladder, 
monochrome magic 
kingdom is well- -drawn, with 
enough detail to get you 
interested and plenty of 
scope for exploration. 
Zapping wicked witches 
iling werewolves with 
one hand while grabbing the 


| odd chicken leg to fill your 
| ever-rumbling belly is quite 


fun in its way, and Black Lamp 
is very playable at first = but 
there's no challenge to keep 
vou going back for more. 
However cute the jolly 
jester | and however 
attractive the felling “of 
grumpy goblins, the 
gameplay just isn't difficult 
enough. Even the dragon 
which jeslously guards the 
black lamp on each level 
doesn't offer much 
eppasition; it takes only a 
shots to make the 
dastardiy demon disappear 
in a disappointing flash. 


“Joysticks: Cursor, Kempston, 


oinciair 
Graphics: slow animation 


against a wide range of 


detailed backgrounds 
Sound: su 128kK title tune 
General rating: Black Lamp 
looks great, but there's not 
much game to play 
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Producer: Hewson ' 
Retail price: ET99 cassette, 


£14.99 disk 
Authors; Raffaele Cecco and 


ei 





vil pirates have ransacked 

the -Federation's star He 

depots, stealing valuabie 
minerais, jewels, ammunition, and 
he latest in bate weaponmy The 
player takes the pari of the brave 
Cyvbernoid, picked to retreve the 
valuabie. cargo. and destroy the 
pirate hoara. 

Apart from dart adlversaries, 
the Cybernoid also has to battte 
nis way thecugh the planelary 
detence system thai the dastardly 


rates have acivated in order to 
[06 ine hapiess hero trom com- 
ating his mission. Ade to thai the 
E 


st 
pl 


tir e mit imposed ontetur FURO all 
the cargo tor sach level, andil'can 
De seen my Qnby the brave-—orihe 
toolhardy = volyunteer for these 
idsas 

Cybernoid isn't entirely 
Usiencetless, though: apart from 
ne standard asers, his arsenal 
also consists of bombs, mines, 
Shields [used to provide limited 
ivinçibilry, bouncing. bombs, 
and heat-seeking misses: Need- 
lgss to say that stocks of these 
tems are limited, although coltec- 
ton Of the vellow canistêrs occa- 
sonaly Gropped Dy prote ships 
ntreases the currentiy solected 
weapons stock by one. 

Other Hems that may De col 
tected inciude the Federation's 
stoten booty, objects that alter the 
appearance of the players craft 
and extra extarhal weaponry that 
can be used on the more difficult 
SCrBans. 

As tha Cybermod trávels 
through the piratés” Mick-scresn 
iermory, he is hampered by their 
activated defençe-systéris, These 
fame te shape of gun emplace- 


ments, missie launchers amd so 
on =tricky to pass, but easily elimil- 
nated with the extra weapons. 
Qnce à level has been cleared 
ano. the. cargo collected, the 
Cybernoid then heads for the level 
depor, where he is. intormed 
wnetner or not he has collected 
enguah cargo to mwerrant being 
given à bonus, If not, one CG yber- 
nold ship is lost, andithe ataver | 
iransported to the next level; 
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Spectrum 48k Version Arcade Version 


Shackled is available for: 
Amstrad CPC-Atari ST: 
CBM 64/128- 
Spectrum 48K/128K+2: 
Spectrum +3"MSX 
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AWORTHY SUCCÊENRORTO ' 
THE EVER POPULAR MATCH DAT. 
ALL SIMULATION = 


fo. 4 If | a a > a “Y EU: o) A GAME WMICH HAS 


CHARTS FOR 3 VEARY e 


ana Ra peço T == Written once again by Jon Ritman and Bernie Drummond this NEW Match Day is the 


' e aba sa “result of all the customer feedback and advice on how to create tha pinnacle in computer soccet:. 
" = 2 sai cada en q2 Esopo RR savefaçiity 
| | º > player with automatic | 
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DIAMOND DEFLECTION SYSTEM"M ensures realistic ball] 
A O / N rlcochet and the action comes with. 
A "4 “o ul musicand sound FX. 
Wo S VA ro 
COMMODORE | pac ball for your micro them there's only 
Lone Choi, MASRTA DAY H me lth 


heseiadeud computer come alive. 
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Producer: Destiny 
Retail price: £8B,95 


Authors: Christian Urquhart and Mike Smith 


he Abominable Snowman, 
mysterous subject of 
Tibetan legend and myth, 


has been granted the ultimate 
accolade of a computer game of 
his own. In this case there is no 
speculation as to whether the 
notórious Yeti exists or not; he 
| tramps across the title screen to 
assure the player of his existence. 
The object of this game is to catch 
htm. 

The Teti is extremely shy, and 
the largest part ol the quest 
nvolvEs travelling through 


NICK 





supply of 
| ammunttion and shietds are also 


uncharned teritory to find the 


beast. Beginning in the midst of | 


hostile oriental caverns the search 
moves on to counter the penis of 
the snowy landscape. Buddhas, 
invingible mini-monks, riversoffire 
and myestical flying monsters 
impede your progress: contact 
with any of thase means instant 
death, 

Fo counter these dangers, the 


ptayer is armed with the famous | 


Lee Enfield rifie and a limited 
grenades, extra 
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“ Yeti is very reminiscent of Exolon, even down to the effect of 
some of the explosions. What saves this clone from obscurity is 
the unusual scenario, cleverly portrayed in some very colourful 
graphics. The pagodas and pillars of the Tibetan environment 
are atmospheric, and a lot of the game's appeal stems from the 














| fetiis just an Exolon rip off! What Christian Urquhart has done 

is to copy the idea and layout of Hewson's fantastic game 
completely. The only real differences are the jerky animation and 
| pathetic sound. The graphics look great but they move around 
the screen so poorly that they soon become annoying. Colour is 

































used well on the fire and some of the nasties, but other objects 
in the game are all the same colour and become boring after a 
while. The way the score and amount of ammunition is displayed 
on screen is also terrible: if you want to quickly check on how 
many bullets you've got left it's impossible to work out which 
figure refers to what! f you've already bought Exolon then you've 


done the right thing because although they look alike, Exolon is 


| ten times better. " 





-“ Imustadmit that the idea of a Yeti huntin a game is quo novel 

= well | for one haven't heard ofit before. Chasing the Yeti across 
| the frozen wastes of Tibet is fun, especially as the route is filled 
with many dangers, These include large spikes, gun turrets and 

a multitude of aliens that whizz around the screen causing a 
great nuisance. Graphically the game is good, with some nicely 
drawn and animated obstacles - especially the large Buddha 
-Statues that spit lightning bolts at you. My only gripe is that the 
game is hard to play, and many of my early attempts hardly took 
|-me further than the first couple of screens; | feel that this may put 

some people off very quickly. Okay, the game isn't anything 
oa - basically a shoot and collect 'em up — but it is fun to 
p ay. a 








elusive figure of the shambling Yeti, rewarding you with the odd 


fleeting glimpse before he mysteriously disa 


ppears. The 


gameplay is more difficult than is really necessary at first: nasties 


| come thick and fast and don't ease up when you reach the edge 


of the screen. lf a fireball appears at this point you have no 
chance of avoiding it; traversing from one screen to another 
becomes as much a matter of luck as skill. Collision detection is 


your life (an 


tight, and often clearly ducking a fireball is not enough to save 
noying when you only have three). These elements 


reduce Yeti's initial playability but with such high quality graphics 
de some compelling gameplay a little persistence should go a 
ong way. " 


around the 
environment. However, the 
important problem in the 
punishing Himalayan climate: is 
Keeping the hunter's body 
temperature up. Earthermware pots 
full of valuable nourishment have 
been left around the area to help. 

As progress is made further into 
the depths of each of the four 
levels, the option of a snow mobile 


scattered 











becomes available. Miss the 
entrance to its garage, though, 
and the journey 15 continued on 
foot, 

The end of each level brings the 
hunter to camp, where he can 
raplenish amymunition ana 
grenade supples and grab the 
chance to restore his body. heat 
before recommencing tha search, 
Reaching the fourth level sees the 
Yeti come within the player's 
grasp. Catch him and the journey 
is complete. Fail and the 
Abominable Snowmar will remain 
amystery... 


COMMENTS 


Joysticks: Kempston, Sinclair 


| Graphics: the snowy 


background is a great effect, 
adding atmosphere and 


realism to the game 

Sound: pathetically fegble 
General rating: Destiny have 
played very safe with their first 
game = nothing new, but 
nothing too bad either 


Presentation 
Graphics 


| Playability 





Addictive qualities 
OVERALL 
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Producer: GO! 





RP 0z0n, the tyrannical 
pre  megalomaniae, Is 
 threatening to exterminate 

E Earth. Immediate retaliatory 
action |5 necessary and so 
Ligutenant Henry and Sergeant 
oanders are assigned to the 








Bozon's underground empire, 
locate the enemys ukimate 
weapon and destroy it. 

Converted from the arcade 
game, Side Arms allows one or 
two players to participate in 
combat across a variety of 
honizontally scrolling 
monochrome backgrounds. 

Imimediately the enemy 
unlgashes its defence: allavailabie 
manpower is alened and 













forms to do bate. 
As the intrepid 





astronauts 





advance, they have the chance to 
improve their cache of weapons. 
When destroyved, some enemies 
leave collectable bonus pods. 
Basic pods increase fire power 
and improve armour but gach also 
contains a seres of additional 









Retail price: E9.,99 


BR he hunter and the hunted | 
represent opposite sides of 


the same coin; Blood Valley 
gives the player the chance to 
savour the experience óf both. 

The Hunt is an annual contest 
which takes place in the Valley of 
Gad. The hunter is the tyrannous 
reptilian Archveul; his quarry is an 
unarmed stave released into the 
valley for the hunting pleasure of 
the malevolent ruler and his 
nenchman. 

The roles of hunter and hunted 
are designed for two players 
although there is a solo option. The 
player acting as the slave has three 
| different. characters to choose 
from. Thief, Barbarian and Priest 
are each given several objectives 
to complete prior to their escape. 


Archveul's primary alhes and, in 
the case of the thief, stealing 
several specified obiects, 

| Before the hunt itself begins, a 
map is displayed and Archveult 
stations his hencthmen in positions 
that correspond strategically with 
his quarry's quest, 

The movements of Archveult 
and his quarry against the various 
landscapes of the Valley of Gad 
are shown simultaneousty on a 
split screen display. Untriendiy 
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mission. Their aim: to Infiltrate 


combatants appear in à vanety of | 





Producer: Gremilin Graphics 


This involves destroving several of 





Hetail price: £8.99 cassette, €£12.99 disk 
Authors: From a Capcom arcade machine 


battle improvements. À specific 


| number of shots transforms the 


pod into another weapon, one 
shot for increased speed, four for 
a mega bazooka launcher, and so 
he weapons in a player's 
arsenal can then be selected 
individually from the keyboard. 

Play is divided into a series of 
stages. At the end of each, enemy 
fire culminates in a laser-beiching 
monster, who must be defeated to 
allow entry to The nexi 
underground level. 

The game comes complete with 
ts own soundtrack intended, 
presumably, to inspire you as you 
approach Bozons ultimate 
weapon, the Mobile Armour 
Sentipet, 





O “ Another 
conversion falls to hit the mark. 
otrip away all the hype (this ES 
definitely not a “classic shoot 'em 


shoot 'em up 


up), take away the gimmicky 





valley inhabitants, robbers, 
vampires, trolls and demons must 
be defeated by hand to hand 
combat. Food, gold and other 
collectable bonus objects boosl 
stamina rating and increase 
bargaining power. When invoked, 
an options screen allows each 
character to use different potions 
and rfems. 

Ordinarily Archveult pursues the 
quarry in hisown person, but when 
the stave approaches any of his 
alles, Archveult takes control and 
fights on their behailf, 

A scrolito the right of tha screen 
displays the stamina leve! of both 
characters, distance travelled and 
amount of gold collected. The 
Hunt lasts five days and a clock 
displays tha countdown, 





O ' Blood Valley is intended to 
combine fantasy adventure with 
elements ofrola play and strategy. 
Unfortunately, once you ve waded 
through all the explanations, 
vou're confronted by nothing more 
than a sub-standard arcade 


soundtrack, and you're left with a 
rather average game. The-action, 
far from being as breathtaking as 
the promotion claims, 
Even | 
bonuses the astronauts dont 
seem fo get very far and spend a 
lot of ime traveling through empty 
| screens. Serolling is uneven and 
colision 
inaccurate. The graphics are no 
more 
gameplay. The atmosphere they 
create 
especially 
background but this element isn't 
really exploited to lts full potential, 
Side 
disaster — after a few turns it even 
becomes addictive, but at the 
inflated price it's probably best to 
gveitamiss. 

KAT! 


àrms seems 





is slow. 


with maximum speed 


detection  annoyinaly 


outstanding than the 


can be quite eere, 
agamst the black 


Arms ismt a complete 


O “ On first investigation, Side 
like just 


just 
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- Side Arms, a head, 
bottom legs. 


another ordinary shoot “em up 
game with appalling colour. On | 
second investigation it's still | 
just an ordinary shoot 'em up! | 
The graphics are confusing, the | 


| 
| 


colour is monochromatic and 
the sound is terrible. Some of 
the aliens are so small that you 


| hardly notice them creeping up 
| on you and others are just so big 


that you hardly stand a chance. 
The sloppy presentation makes 


| the game look unappealing and | 


addictiveness is almost nil. 


Theré are some places in the | 


game that are quite pleasing to 


play = but not many. This game | 
lets down GOFs usually high | 


standard. " 
NICK 


O “i'm afraid to say that | wasn't 


| very fond of this game. Side Arms 
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Run for your life — now you're the hunted 


adventure. Gremlin have tried to 
include so many elements that 
only the most basic ones — of 
killing and collecting objects — 
stand out. The-objects, once you 
have them, seem to bring little 
benefit other than the dubious one 
of a prolonged life. The graphics 
are remarkable only for their 
inconsistency: objects and 
enemies appear and disappear at 
random. The scroling, combined 
with a strange 
procedure, is uneven and the 
weird, ghostly music can do 
nothing to resurrect the spirit of 
this barrén and bitty game. “ 

KATI 


flick-screen | 





6 “ After sitting through almost 
half an hour of loading you 
eventually find that the game 
wasn't worth the effort! The idea 
of slaying everything in sight is 
fun for a while and extra things 
like bribing trolls add a little 
spice, but the lack of a tense 
atmosphere and real variety 
soon kilis any compulsion to 
continue. There's the choice of 
playing three different 
characters but if you load in one 
and dont like it you have to 
reload the entire game. If you 
want a good two Player game 
eo look elsewhere. ' 
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is pretty bland visually, with some 
large, but rather unimpressivo 
monochromatic sprites batting 
across a very Similar 
monochromatic backdrop. 


Control of the main character | 


frustrating, as he often takes: a 
raction of a second too long to 
reaci to a situation, which is more 
often than not fatal, Another thing 
thaf-annoóyeo me greatiy was the 
way that the aliens occasionally 
eiled mp man withou! even 
touching him, All of these factors 
added to my initial feelings about 
the game, and in the end | was left 
with à vague, "why bother?" sort of 
feeling. 
MARK 


* COMMENTS | 


Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: bland and 
monochrómatic 

Sound: terribly grinding and 
repetitivo 

General rating: à very poor and 
disappointing arcade licence 








O The packaging of Blood Valley 
is quite good, with a bed sheet- 
Sized instruction leafiet that clear y 
“Sets out the aims of the game, but 


on lhe graphics and gameplay 
side — forget it. Visually the game 
is totally dire, with crudely drawn 
and bacly animated stick men 
hobblina around a vita 
background. Gameniay is not 
much better, becoming repetitivo 
and uitimately cul | became 
totaiy bored of the whole 
cabocole after only a few 
altempts. Acmittediy there is a 
game of sorts lurking around in 
| there, but Gremilin will have to get 


a bigger shovel to try and dig it 


MARK 





COMMENTS 





Joysticks: Cursor, Kempston, 

Sinclair 

Graphics: little characters with 
| poor scrolling 
| Sound: hardiy anything at all 
Options: One or two players anda 
choice of three characters to play 
General rating: one of very few 
sub-standard releases from 
Gremiin Graphics, at a very high 
price 








| button and 











Producer: Destiny 
Retail price: £8.95 
Authors: Nick Eatock 

nes again the Universe Is 


O: 


under threat. the evil ruler 

Ieladoón is plotting 
destruction from his hideout deep 
in the labyrinthine structures ofthe 
moon which bears his name, The 
piayer's task, armed only with a 
hoverbike and a laser gun, is to 
navigate the complex tunnels and 
mazes, locate the self-destruct 
inttiate Teladon's 





demise, 

The moon is surrounded by a 
seres Of concentric mazes 
connected by rocky tunneis, 
Avoiding the edges of a steep- 
sided 3-D crevasse the player 
Searches for an exit into the 
complex below, Enemy vessels 
allack and occasionally create 

| laser beam fences which must be 

| destroyed: a moveable target 
allows direction of the hoverbike's 
lasertira. 

Colision with any obstacle at 
average speeds means instant 
death, but travelling at very slow 
speeds causes the bike to bounte 
rather than explode. Excessively 
slow progress is detrimental to the 
Player's oxygen level, though, as 

signalled by a decreasing meter 
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Once located, a hole in the 
Found allows access to a maze of 
"D passages inhabited by 


hostiles which are best avoidad. 


The task is aided by collectabie 

| icons which represent extra lives, 

laser supplies, oxygen bubbles or 
Keys for use in the tunnel below. 

the player nears Teladon 

itself the surrounding tunneis and 

mazes become shorter. Having 


| reached the centre, the self- 
destruct is activated and the 
Universe liberated from doom. 


CRITICISM 





O 'Teladon involves an 
interesting combination of 
elements. However, for a game 
which boasts two completely 





» Journey to the centre of the earth 


| levels in the same monotonous 





different areas of play, it doesn't 
ofter much variety. Hurtling down 
the tunnels requires so much care 


| that the race soon tums into a 


ramble; attempts to inject some 
speed into the procedure are 
swiftly halted. The maze sequence 


lacks compulsion since you have | 
| very little power to combat alien 


fire and there's itile to collect. 
Capping enemies gives minor 


pe 





satisfacthon since they have the 
annoving power of regenerating 
whenever you retum to a location. 
Gameplay is Initialhy quite difficult 
and, unless you persevere, you 
definitely won't get hooked. 20 


mould gre untikety to lead to major 
addiction, " 
KATI 


O “After playing and greaty 
enjoying Yeti, | held high hopes 
for Teladon. But alas, it was not 
to be. What | did find was a 
graphically average, collect 'n' 
blast maze 


zooming along a canyon at full 


pet on a jet bike, and then | 


descending to the subterranean 
mazes to batile it out with the 





| maze section is made extremely 


| ds the lack of variation in bolh 


Bibi spend RA pé CO 
e 


| Colour 


| game with one or | 
two interesting ideas. Although 
fun at first, | soon tired of first | | 





| you on their litie scooters and 


blast you to bits). Teladon is a 
merely average game, and 
although not disastrous, | leave 


| You with the time-honoured 


guards (who simply potter up to 
piece of advice: 'try before you 
buy”. nr | 
MARK | 
O “in tying to combine two | 
memory-exhaustive game IvDes, 
Teladon's programmers have had 


| fo compromise: The blend is a. 


repelitive and ultimateiy tedious 
mongrel of a game. Not only is 
Teladon boring, bath parts are 
voy tough to play. The 























perspective scrolling in the tunnel 
section is too jerky and the laser 
sight too siow to permit accurate 
blasting of hostiles. The game also 
comes to an abrupt end if you 
don't decelerate in time to shoot a 
force field, because the player is 
reincarnated on the same spot om 
which he expired, and is forced to 
Sit repeateoly through the static 
effect until all lives are gone. The 


difficult by the laser-toting aliens, 
and luck is at a higher premium 
than skill. The final nail in the coffin 


sections, even the pretty graphics 
cant save  Teladon  fom 
mediocrity and | advise against 
buvirg it, 
PAUL 





COMMENTS. 


Joysticks: Cursor, Kempston, 
oinclialr 
Graphics: lacking in variation and 


Sound: a poor repetition of 
uninspiring sound effects 
General rating: à mediocre game 
whose potential has not been fulhy 
realised 
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Producer: Imagine 


aa, oin-0p hero Rastan, king of 
0 = Maranna, is the only man 

P tough enough to liberats 

his kingdom from the evil influence 
of the wizard Karg. In an attempt 
to gain control of the barbanan 
race the nefarious necromancer 
has released a host of beasts and 


| Retail price; £7.95 cassette, £14.95 disk 
| Authors: Icon Design from a Taito coin-op 


The wizard has enlisted a gristy 
crowd of alles, ranging from 
docile looking lions to ghoulishty 
aggressive demons. Their 
instincts areto attack on sight, and 
the more humanoid beings have 
seemingiy unlimited shot power, 

Rastan can find and collect a 










































addictiveness on the 










E helire demons, Rastan the 
warrior supreme, sl ips Tr his way 


“surprisingly subtle designer graphics. Pastel 
apl ed tim Na a of grey, pierced by sudden 
uivas o Vis tum aranna into a ble: | 
Rastan himself is smoa 





| jteak and hostile world, | 
| dniriatoa and all the different 
Arm rriçd are clearly defined. A 
e which tre A ado fiends jo 
usty in terms depth swinging ropes an 
eis us eu colecton yBtom apura amplo varidt. Difficulty is | 
, ode (the first level even has a practice rope) and your first | 
E you just far enough to keep you hooked. sigo hr | 
| chance to start again where. the last game ended there's no 
| ; repetition of levels you already know off by heart. 
me calo god po fo anyone remotely interested in 
| the barbarian cause and those new to the sport have nothing at | 


























to. Another drawback is 
* disappointing. 





number of helpful items including 
more. powerful weapons, bonus 
shietds,  mantles . and also 
- medicines which reduce 


demons upon the land. 

Protected only by leather and 
bearing his trusty sword, Rastan | 
hacks his way across a | 
horizontally scrolling landscape of 
underground  passages, grim 
citadeis . and  rocky  ciifis. 
Unexplored parts of this hostile 
terrain are connected by flights of 
| steep steps and ropes swinging 
perlousiy over lakes of fire. 
Remote areas boast deadky | 
streams and lava flows, contact 
| with either of these results in 
instant death. 


>A emp saga .. 


Tiririr 


pa, 
Pay = 
ro, 


MARK | 


e Em alifor hack'n' slay type games, and Rastan is just the ticket. 
o a macho Gonan style main character cleaves 
y of solid, smooth scrolling backdrops. 
animated, and include skeletons, lions, 
| bats, ad Faço titã alias mean as hell and eager to contribute to 
the barbarian's demise. One small thing that did annoy me was 
the intrusive and time-consuming multiload. In the end | found 
this most tiresome, but it ortuinaded didn't spoil my enjoyment 
of the game. Rastan is a great game for all you closet mad axe- 
wielders out there, ” 
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“ Rastan is another coin-op that doesn't seem to have the same || 
Spectrum than it does on the original 
machine. The graphics are detailed enough and look good on the 
screen, but the unrealistic way Rastan moves around the wortd 
* of Maranna and the lack of colour is very offputting. There's a 
feeble tune at the beginning and weak spot effects throughout 
the game. Rastan contains some of the best enemy sprites I've 
seen for ages, but although they look really vicious, when you run 
into them you just go straight through as if nothing had 
happened! In some places you could mistake it for a large version 
of one of Software Projects" classic Jet Set Willy games becal 
there are swinging dee dtada that are almost impossible to hold on | 
the terrible multiload that destroys any 
excitement that the game may have had, Rastan is 





| energy gauge record health status 



















































ulrerabiy: Some enemies carry 
jewellery which bear a variety of 
mysterious powers, and more 
devious opponents attempt to fool 
the warrior king by carrying poison 
in the form of a magic potion. 
Each level hides a particularhy 
powertul adversary which mustbe | 
defeated before passing on to the 
next. À beating heart and atiached | 


and should all of Rastan's five 
incarnations be lost, the player is 
given the option of starting again 
on the last level visited. This option 
is offered three times after which 
Rastan's quest is started again 
from the beginning. 
The barbarian kings mission 
reaches its climax in a final 
contfrontation with Karg himself. 
The wizard takes on the most 
pomwertul form he knows: the body 
of a soul-sucking dragon. Only the 
most legendary ot heroes has the | 
power to pierce his hide. 


COMMENTS 
Joysticks: Cursor, Kempston, 
Sinclair 
| Graphics: superb use of 
BRIGHTs with detailed 
drawings-of all the large 
characters 
Sound; feeble title tune with 
bash and erunch effects 
General a playabie. 
arcade tie-in, although lacking 
in variation and content — the 
mutlti-load is also annoying 
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Every move 

vou make, 

Every step vou 

take, they re 

watching you 

Fight vour way 

through the 

precinct - the 

back alleys, the car 

parks, fightyour way 

through the villainous 

community the skin- 

heads, the Beastie Boys, 

the bouncers. On a hot, 

steamy nightin New rork 

this is just the-tip of the 

/ iceberg on your chilling 

ir confront “MR. BIG”. 

| A spectacular arcade style 

| bram with many hoc Sdlams ad 
hellhounas toe ncounter 
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| he objective of Zolyx is to fill 
n an empty screen by 


| successfully completed sees an 


LOLYX 


Producer: Firebird 
Retail price: £1.99 
Author: Peter Cooke 


enclosing areas with 
straight lines, which then 
automatically fill with colour, Lines 
are drawn by a cursor which is 
directed around the screen, and 
constantiy moving balls are 





| almost 
Surprisingy, this conversion is an | 





* CRITICISM 


O When Zolyx was first released 
on the Commodore It was met by 
universal acolaim. 


unmitigated disaster. No 


| satisfacton is to be gained from 


transforming the screen: the 
blocks have different textures, are 
divided by thick black lines and 
combine to form an ugly 
patchwork of motley patterns and 
hues. The killer ball, introduced 
specifically for the Spectrum, 
makes Jong sweeping strokes 
across the screen impossible, and 
effectively cripples play. Definitely 
not recommended, " 


avolded since contact with the | KAT 


cursor, or amy par of an 
incomplete line, signals the loss of 
a lite, 


Continuous line length is limited | 


by a glowing ball which chases the 
cursor after a set time. Again, a life 
is lost should the ball and cursor 
touch. 

Atlaast 75% of the area mustbe 
filled in within the time limitto allow 
progress to the next level. For 
Every percentage above 75 bonus 
points are awarded, Each level 


extra ball 5 added to the screen. 





Producer: Players 
Retail price: E1.99 
Author: Colin Swinboume 


he planet ofthe Dingalingers 
|5 under threat of nuclear 
War. The Ball, 
representative of the Astral 
Harmony Council, and his 
intergalactic postperson courier, 
Thing, have been sento liaise with 
the Dingalinger Overtora. 
On arrival, the Overtord retuses 
to meet with the Ball untilthe Thing 
has completed ten tasks. 





O “This game is just so 
unattractivo and unaddictive 
that is isn't even worth 1.99! 
The graphics... well, are à 
couple of blobs and dots worth 
mentioning? Colour is restricted 
to just one per screen, 
occasionally being garish and 
limited to unsatisfactory dot 
shading. The idea is too simple; 
attempting to fill in 75% of a 
screen with shading isn't my 
idea of fun. Perhaps if there 


were a few more enemies it | 


Equipped with nothing but a 
telephone book, and 
accompaânied onhy by his -ally the 
Ball, the Thing is lat loose over the 
planets' 26 levels, all ot which are 


interconnected by a network of 


taleport booths. 

A series of floating capsulas 
contain objects which the Thing 
must collect and use in the correct 
combinations. The Dingalingers 
try tô obstruct his work, but the 
Ball is equipped with a phased- 
plasma servocannon which has 
the power to stun, 

H all the puzzles are solved in 
five days, the Overlord dispels his 
mood and rewards the Ball with an 
audience. Should Friday pass with 
the tasks still incomplete, Thing, 
Ball, Dingalingers and all, are 
doomed, 
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might have perked up a bit, but 


otherwise it just looks like a | 


failed first attempt at 


| programming on a ZX81! " 
MICK 


O Joly is very similartoan Atari 
game !owned about five years ago 
called Qix. The idea is simple 
enough, so what do Firebird think 
they are doing? They have taken a 
simple, but pleasantly frustrating 
game idea, and turned it into this 
totally unplayable pile of you know 
what. Graphically Zolyx is totally 


| dire, although gameplay — if 


possible — is even worse. Firebird 
have messed the game up 
something rotten. Whatever vou 
do, DON'T buy this. 

MARK 


out from the crc G 
forwards. The shooting action 








MARK | 






e Ppirl-ça 

attempting co th 

Overiord. Th uz: 

the same, and will proba 

| completed however | feel 
then, just keep going! 








(it's easy to work out what to 
Prepateabrasariooci ano 
| card, but what do you do wit 
a CRASH reviewer ... 7). 
| Whether you like this sort of 
pths to which your sense 
of humour is prepared to | 
sink. £1.99 doesn't seem | 
such a bad deal to me. ” 










Level (2 


A major disappointment on the Spectrum 


+ vi E 
“ Although arcade adventures are common on the Spectrum, 
Thing" tidy presentation and humorous graphics help it stand 

| he crowd, sie gp is moderately slow, sometimes 
| with periods during ' h there is nothing to do but plod 
frequently runs into the hostile Dingalingers, resulting in some 
pesa ind genes The strong era empiageo contigo was 
| eep me playing, though, and If puzzles are your 

| would suggest you exchange a couple of coins for 


“ Thing! is quite nice, graphically, with a couple of rather cute- 
fighting off the treacherous Dingaling 

tasks set by the Dingalinger 
tese puzzles are quite simple, but are challenging all 
Dly take several games to solve. Ônce 

ie game will lose its appeal, but until 
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Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: serve their purpose 
Sound: simpler than simple 
Options: definabla keys 
General rating: Zolyx started off 
asa simple and effective game on 
tha Commodore 64, the 
programmer has tried to make it 
what it isn't = complex 


Presentation 

Graphics 

Playability 

Addictive qualities 
| OVERALL 















iso a nuisance, in that Thing 









ers, and 










COMMENTS 
Joysticks: Cursor, Kempston, 
Sinclair 
Graphics: the cartoon 

| Characters are extremely 
| attractive and cute 


| Sound: jolly title tune with spot 
effects 


General rating: a very 
playable and comical budget 
game 


Presentation 
Graphics 


Playability 
Addictive qualíties 
OVERALL 





13% 
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| (issue 28, 24%). His motoórised 
| skills are now in demand again: 
this time demon droids are In orbit 
above the planet Quartech which | 
is being threatened by the eight 


MARK. 


“Long ago, there was a | 
Commodore game called | 
| Paradroid. This game was so 
successful that mt was 
followed by Quazatron on the 
Spectrum, and its hero, KLP- 
2, now returns to star in 
Magnetron. 1 know what 
you're probably saying, | 
| 'Surely by now this game 

type is dead and buried?” But 
no; the same formula has 
been used to produce yet 

another episode in this | 
| Paradroidesque saga. | 
However, | must say that | 
actualky like the game: | 
found disabling the enemy 
droids and tracking down 
and destroyina the power | 
plants quite enjoyablo. | 
Admittedly anyone totally 
bored with this type of game 
won't find anything new in 
apo puta oeloniina HU E 


Producer: Firebird 

Retail price: £7.95 

Author: Steve Tumer 

= 4 LP-2 is the littie droid who 


EMA made his first appearance 
E Thin the citadel of Quazairon | 









































“ Magnetron has the same 
old graphics, the same old 
ideas and the same old 


ameplay as that other 
| Grafigold game, Quazatron. 
You can geta bitof funoutof | 
n to begin with by zooming | 
up and down the ramps and 
| | doing death leaps from the 
top of high ridges, but once 
this nor has wom off you 
are left with a monotonous 3- | 
D game. There are some 
reasonable effects in the |. 
rt like the pattern of 

agnetron sprites making 
an oval shape in a starry ski 
else. Grappling with robots |s 
| extremely confusing at first, 
| and onky having a few | 
| seconds to complete KH | 
makes the matter worse. 
| Magnetron has little new on 
| offer and doesn't really 
| deserve cl 






















 'Disappointing Quazairon follow-up" 


armed satelites under their | ramps and walkways which | 
control. | comprise each station, locate its 

KLP-? is immediately beamed | fourreactors and deactivate them. 
| aboard the first satellite, wherehis | The stability of a reactor 5 entirely 
| task is to negotate the | dependent on the combined 
multicoloured 3-D landscape of | charge of its positive fuel rods and 


“ Magnetron should have been called Quazatron || since it's 
mereiy an updated version of the prototype rather than an 
original game in its own right. The few elements which are 
significantly different actually spoll the playability of the game. 
Admittedly the monochrome Quazatron landscape has been 
given an injection of much-needed colour, but impressive 
graphics cant salvage insipid gameplay. In Quazatron the 
grappling sequence was exciting and unpredictable, 
Magnetron's icon puzzle lacks a competitive edge and becomes | 
| increasingly repetitive. Neither the reactor problem nor the 
Mingo Agi ig are complex enough to sustain anyone's 
interest for very long. Trudging monotonousky from one to the 
other is a process which is best avoided. 





































































| have been -ptanet, or 
stuck down a dark hole for | 
o tew years, take a | 
Dok, " 
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“ There have been plenty of Gauntlet variants over the last few 
years, but unfortunately most of them have been pretty poor 
affairs. Shackled on the other hand, although not graphically 
briliant, is at least playable. The dungeons are nicely drawn and 
although the scrolling is jerky and character movement slightly | 
| | wooden, this didn't spoil my enjoyment too much. In fact, | found 
| | the game quite entertaining. It's not exactly the new Gauntlet = | 

| but it's better than most of the other imitators. " | 


|“ Gaunilet has spawned so many clones it's hard to muster any 
| enthusiasm at the prospect of another one, but at least Shackled 
| has added the comparative sophistication of 3-D. Dashing 
around the mazes in a desperate attempt to find your friends and | 
keep them safe (disorientated prisoners have a tendency to | 
wander off) has a realistically frantic touch. The battles 
sequences themselves are reminiscent of a comic strip as | 
 wea and bodies disappear in a cloud of dust. The scrolling 
RE: thy jerky, and you don't get more sound for your money 
than one or two (admittedly atmospheric) spot effects. With a | 
little more attention to detail this merely good game could have | 
become an excellent one. " | 





















Producer: US Gold 
Retail price: £8.99 cassette, £12.99 disk 
Authors: Choice from a Data East coin-op 


Fem is not a happy man. 

Seven of his best friends 

fd have been captured, and 

are being held in a maximum 

security prison. His mission: to 

rescue and lead them back to 
safety, 

The game begins with the 
armour-ciad Kein standing on the 
first level of the prison. Às he 
traveis through the maze cf 
corridors he Comes across barred 
| ER doors, opened simply by 

lasting them. Behind these are 
either one of his friends, a guard, 
or more often than not an empty 















cell. 

On discovering one of his 
frignds, Kein takes charge of the 
weapon they are carrying. These 
include grenades, shuriken stars, | 
disks, shock waves, boomeranga, 
| cushion balls, and fire balls. Each 
| character holds a different 
| weapon, and once gained are 
displayed as icons which can be 
scrolled through and used as 
desired. 

Sword, axe, and spear-wielding 
guards make their presence felt, 
and Kein loses energy points 
whenever they attack him. Bonus 
















| NICK cabia Eras 
“ Coming from US Gold this game is a bit disap 
graphics and frustrating movements don't exactly make the 
game addictive. 's very similar to the rest of the Gauntlet clones 
that litter software shelves around the country, allof them exactly 
the same in graphics and ideas. Shackled does however have 
| some fresh things in it: the way you rescue pacare from their 

| | bonds and then inherit whatever weapon they dis a new idea, 
but the two player mode is terribly trustrating when player two 
ata loft behind and player one has to stop while he catches up. 
Ehackled is well presented and has adequate sound effects but 
there are simply too many similar games on the market, " 
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ts megative inhibitors. By 


swapping fuel rods KLP-2 can 


maniputate the charges 
sufficiently to cause the reactors 
to shut down or overload, 


The droid inhabitants of the | 


stations are completely 
unsympathetic to his mission and 
although KLP-2 doesnt have 
enough firepower to counter them 
directly, he can 'grapple' with 


| other droids in an attempt to take 






Playability 


control of their attributes. Three 
different sets of icons are aligned 
on a grid within a given time limit. 
A successful grapple discards the 
old shell, which then acis as à 


back-up life. 
Once all four reactors ate 
desctivated, the station shuts 


down allowing KLP-2 to beam 
botdly on to the next. 


72% 
a ei 
7 Do 
Addictive qualities RS ha 
OVERALL 57% 


items are available throughout the 
dungeons including coins to boost 


| four dream 

















“Producer: Cascade Games 


Retail price: E9.95 
Author: Ron Ashley 


ach person's subconscious 
stores primaeval memories 
which seep into our dreams, 
Frighimare dares the player to 
step into this psychic abyss and 
surrender to fears in the landscape 
f their darkest imaginings. 
The nightmare takes place over 
a period of eight and a half hours 
in the supernatural environment of 
zones, traveling 
through a surreal world of ruined, 
crumbling statues, networks of 
skeleton trees and rooms of 





] 
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This dreamscape is haunted by 
the victims of five ancestral tales 
and legends. Contact with any one 
of them means the loss of one of 
he dreamer's five lives. Ranging 
from | zombies to Scarlet 
disembodied hands, these can be 
countered by a seres of 
colectable weapons. Holy Water 
kills all monsters instanty; 
revolvers (for which you aiso need 
to collect bullets), crucifizes and 
random potions have a more 
selective effect. Other icons 


| increase your ability to jump, 


represent extra lives and allow you 
to warp to different rooms. 

As the inner self is penetrated, 
the dream state, recorded in 





Hi screen picture, based on the 


“ Like a recurring dream, the 
promotion of Frighimare has 
been haunting the 
magazines with monotonous 
regularity | for months. 
Unfortunately, the 
realisation is never as good 
as the dream. Nevertheless, 
Frightmare is entertaining 
enough. The  macabre 


graphics create a fittingly 
ghoulish atmosphere and 
even the control method = 
somewhere 


between 
jumping and floating = is 
expressive of the surreal 
ambience. The real 
nightmare, however, |5 the 
price. As a platform arcade 
adventure it's hardly a 
pioneering breed. 
Unremarkable spot effects, 
messy collision detection 
and slightly clumsy controls 
mean that it doesn't even 
rank as one of the best ofits 
type. Frightmare can get very 
 addictive, but £9.95 is a high 
price to pay for some fairly 
standard fare. ” 


MARK 


“ Thank goodness my worst 
nightmares arent half as 
creepy as the guys in this 
game! Graphically, 
Frightmare is pretty good, Of 
particular note is the loading 










cassette inlay. The in-game 
| graphics are also quite good, 
with some rather nasty 
looking adversaries to be 
either killed or avoided. 





Although the game is initialhy 
playable, with a very athletic 
hero bouncing around the 
screen, | soon discovered 
that it was lítile more than a' 
run around collacting 
enough objects to continue 
through to the next, even 
more bizarre part of the 
nightmare" type of game. 
Although quite chiling at 
first, sadly | found that 
tedium soon sets in. ” 


Kein's energy level, keys to open 
doors, rings that increase shot 
speed, necklaces which speed up 
the players movements, and 
diamonds that kill all adversaries.. 
on-screen. Also to be found are 
treasure chests, barreis, lamps, 
and crowns, which bestow a hefty 
points bónus. 

Ônce all of the cells have been 
searched on a level, Kein must 
collect the correct key, and lead 
ns freed companions to the exit. 
Thá next level is then entered and 
| Kein continues his quest until 
either his energy runs out, or he 
has  lberated al of his 
companions. 


“JcommEntTS 


















 Frightmare: look before you leap 


blood-red skulls. In true dream | 
fashion, the ability to jump is 
weirdiy enhanced — dealh by 
falling 15 a strange impossibility. 


letters at the top ol the screen, 
aters accordingly. Beginning with 
a 'bad dream' the state slowly 
advances to finally become a 
















“— INICK | a: — 
“ | didn't know that my darkest dreams were full of badly drawn 
characters, colour clash and irritating gameplay, but that's what 
the Frightmare adverts say, so it must be true! The best thing 
| about Frightmare is the intay, full of ghostly descriptions of the 
inhabitants of the frightmare itself. The game itselfis the pits. The 
animated ghosties flicker all the time and none of them look 
remotely scary. Many of the screens are similar and range from 
bare to bland. The best graphics in the game are on the title 
| screen with the word 'Frightmare' scrawled across the top. 
you are looking for a ghosty game then this isn't the one for you. 
The now aging Ghosts 'n" Goblins is far ahead of this. 


'mefarious frightmare'. After that all 
you have to do |s wake up, 

Each new room visited moves 
the clock on by six minutes at 8.12 
am tha frightmare is over and the 
harrowed dreamer awakes. 


"J COMMENTS 
Joysticks: Sinclair 

Graphics: badly drawn and 

| crudely animated 

Sound: poor spot effects 

General rating: of strange 

Curiosity value for those witha 

spare ten pounds 












Presentation 
Graphics 

| Playabiity 
Addictive qualities 
OVERALL 
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UNLEASH THE POWER OF YOUR 





IMAGINATION. 


ks 700 in the evening. You've just finished 
another meal. You should do your homework but 
something Is calling you from the garage. Some- 


Re DO ——————oe——e—eeeee me 


hing that would terrify the neighbours. Something 
agile, fast and deadly. Pegasus-the Patrol Hydro- 
toil Missilecraft. The temptation is just too much. 


HR RENIMA Fi 
FIMAGEps TES ny KER TO conrhA 


the-authentic handling of NATO ally 
hydrofols: US, Italian and Istael) 
Homm water cooled naval gun, 
Harpgon and Gabriel missiles 
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IM 846) 1987 Lucastdm-Lid, (LFL) All mghis Teserved Screen shots regrasent CAS version 
Ulihers may vary 
Electronic Aris solhware 15 available on a wide cange o! home compulees: ecluding 
Commodore L64, Commodore Amiga, Atam 57, IBM, Spectrum and Amstrad 
Electronic Arts. 1:40 Station Rd. Langley. Slough Berkshire. SL3 BYN England 









gripping, à fee aa 
action. Speed in » Trick 
PP turns. Aswarm of other planes to 
outly and oufmanoeuver - or collide 








“ Allinthree dimensions. Because in 
GeeBee Air Rally, you race not just next 
to or around the competition, but over 
“and underthem as well, 

With 16 great race courses, each with 
vivid fast scrolling graphics and 256 
levels of difficulty, the challenge never 
ends. Plus quthentic sights, sounds and 
music thot recall the doys when speed 
kings were the heroes of the skies. 

GeeBes Air Rally. Strap yourself 
“in, grobyour joystick and open the 
“throttle. You'rein fora whale ofa ride: 
Created by Steve Cartwright, Gene 

Smith, ga Nowak and Russell biebheh, 
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" Amigo (E 19.99), Commodore 64/28 Disk 
(214,99), ZX Spectrum 48K/ 128K/+ 
[E7.99) ond Amstrod CPC Cossette 
(9.99) and Disk [E 14,99], Commodor 






Estote, Northampi N ns T j 
74768. x 
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TM 8: 19287 Activision Inc, All rights 
reserved. Amigo screens shown, Screens 





Mi. may vary depending on computer system. 





Trying to please all of the people all of the time is the main theme of 
most of this month's letters; quite honesthy, if we could get that trick 
we would be the very best magazine ever printed. As it is, 


c H like any other 


publication is a collection of individuais 


| working hard to get most of &t right most of the time -and even 
succesding now and again! However, for letter of the month, and 
that ali-important £30 worth of software, | have chosen a writer who 


has noticed, ig id pa Mm 


16-bit may only be skin deep... 


LIFE, THE UNIVERSE AND 


16-BITS 


| Dear Lloyd 
| Well, the fiftreih edition of CRASH 
has been and gone, and | thought 
twas abouttime | put pen to paper 
and whinged about the state of 
CRASH, the software industry, life, 
etc, 
| Thaformerto begin with.| must 
“adm, despite being an avi 
| CRASH fan tor many years, that 
edi the. Zina has amhig rise, 
e magazine has À 
thinner. Gore are the Sab E 
140 page issues which apt me 
reading for an hour. But, as 
my English teacher reminds me, 
| quality is more important than 
RR, and CRASH still beats 
e socks off its rivals, particularly 
since Sinclair User has invented 
the unbelievably childish 
Kamikaze Bear. Still, each to their 
ôwn, andif Sinclair User (whoops!) 
thinks a market exists for 
| Spectrum bwnars whose idea Of 
| intellectual reading is The Sur, 
| them no doubt their new style il 
do well. Enough of the 'Well done 
CRASH, can! havemy Esbof 
software now please” — and onto 
more wide-ranging matters. 
Upgrades. Let's be honest here, 
who among my fellow Spectrum 
| owners, hasn't once locked at an 
atari ST/Amiga screen shot and 
said ' Damn those attribute 
problems! or something similar 
and perhaps alitte more colourtul. 
| lamlucky (?) enough'to havea 16- 
bitowning friend who takes great 
pride in showing me the latest 
“software (Idont believe US Gold 
did such a good job on the 
Spectrum version... or'Sothe 
Spectrum version of Starglicer 
wasn'tihis fast then?) and making 
| smide remarks at the Spectrum's 
| expense. Of course, now many 
Spectrum ommers are selling up 
and saving for the latest in gaming 
technology. But having seen all 
these games on the 16-bit 
machinas, avery single one seems 
to lack thatextra level ofaddiction 
that the Spectrum versions had. 
My friend plays each new game for 
awesk, andihen it collects dust in 
| his-disk box, while | play 
suchas Match Dap'll for months 
and still come back to them a year 
hence and play them again (for 
example | have just dug up Minder 
| by DK Trontes and begun playing 


that again). And that's after paying 
a fraction of the price for new 
software. Such sentimentality, 
however, Cannot hait the flood of 
) adma spectrum users 
enticed by superb graphics and 
attractive sound (or should it be 
the other way round? Never 
mind...) | would still advise 
anyone thinking of making the 
qient ieap to keep their ye 
hey won'tgetmuch'orit after all, 


and at least it means you'll still be | 


able to play Match Day Ilif Ocean 

dent do a 16-bit conversion, 
Partly on the subject of the Atari 

ST, | ses that Silica Shop are still 


| advertising it at the new" price of 


299. Tha very same advert has 
been withussincepre-1987 PCW! 
Show= —hardiy very new. Still, time 
— as one great time traveller ônce 
said — |s relative, and | suppose 
Silica thought that it is: still new 
compared with the Acrapolis or 
atonehenge, 

Talking of advertising gimmicks 
and blurb brings mea nicely on to 
the subject of slogans that 
sentence courtesy of the 'BBC 
“Of Contrived Links Vol IV). ht 

rs to me that most of the 


| major OlNGo houses now have 


DEM slogans. It al began many 

o with companies like 
Cheetah ('Soft we're not) coming 
upwithan oily line to complement 
an even siliier logo, Well itsgems 


that slogans are now “in. Imagine | 


nave always been The name df 
the game”, but since when have 
Firebird been A Legend in Games 
Software” (to ba read in a deep, 
macho voice). Gremlin are 'Worlds 
apart from other software” and 
Gol!take the award for the corniest 
nthe-shape of 'Tomorrow's 


software today". (A million speccy | 
| owners now murmur, "Well fthat's | 


tomormow's software then | hope 
tomorrow never comes). 

| couldn't sign oft-after this 
mature ramble around the 
Computer World without 
mentioning THE GAMES 
MACHINE. In my opinion it's very 
good, with In-depth reviews and 
Eta features. lts only 
annovyingtactor is the repetition of 
screen s between It and 
CRASH. lílive just bought CRASH 
| want to see different pictures of 
different paris of the game — not 


the same ones | saw in CRASH. 
Nuff said? 

BU good things, as they say, 
must come to an end. Although 
that excludes my wafflings | think 
it's about time | came to the point 
of this letter. Untortunately thera 
isn't one so | stop nom. Hits not 
too late a well deserved Happy 
Now Year can go to the CRASH 
team, who = despite ódd 
exceptions—all keep themagtoa 
very high standard. Vorsp ai 
Durch Technikas no Em ithe 
bast Car commercials 
Nigel Palmer, Norwich 


During my oceasional forays into 
THE GAMES MACHINE office, | 
get to see and play more 16-bit 
games than you can shake a stick 
at. And to à large extent | agree 
e your views: lhe majortyof the 


Perca ! ai, ana positively 
pra to listen to = but 
they play like a brick. There are the 


odo one or two at which this 


ontroism cannot be levelleo, but if 
vou rate playability higher than the 
meraly  aesthetic, then thê 
svergreen Specium silll has 
plenty to offer in the games 
despariment. 

As regards upgrading toa To-lnt 
machine, (bearing inmind that the 


Amiga costs £450, the ST is due | 


for a E 100 price increase and the 
soitware currently hovers around 
the £20 mark), selling your 
Spectrum and software collection 
woula appear to be a false 


“CeRASH a bit thinner? Well, yes 
and'no (how's that for an equivocal 
answer?) But o you're 
up against unarguabie financial 
facts, and the men with the books 
at our Grave! Hill office say that 
com to two years 


ago 
| CRASH is not quite as prolitabie 


as il was — probably because 
there's. more colour in ft nom. 
Soma issues are thicker than 
others = il depends & bit on the 


time of year, and after Christmas 
gach pear there have been thinner 
issues. Prior to Christmas there 
wora severa! fatter CRASHes too 
vou know. 

LM 


PLAY IT 
AGAIN, LOKI? 


Dear Lloyd 
“nthe dim, dark past before | 


started reading CRASH, | read 
Sinclair User for many months. In 


| their June 1986 issue therewas an 


articia about a new 
oLiperspectrum, the ZX Spectrum 
Loki. This machine was to be 
simitar in specification to the 
Amigabutata fractonofthe cost. 


| Inthe August 1986 of CRASH you | 


denied that such a machine 
existed, but after reading the 
aructa in Issue 50 about MGT's 
supercione |'m not so sure, 

The specification of the Loki 
said that the microprocessor 
would run twice as fast as the 
current Spectrum's CPU and that 
ii would have many-connections 
such as MIDI IN and OUT, built-in 
joystick porta, RGB monitors, 
video composite montors plus 
VHF TV sockets. In addition, the 
Loki would boast a significant 
improvement in graphics display 
(256 pixels per line and 64 
colours). 1f you then check these 
Teatures against the SAM 
specification, you fing that all 
these features are available on 
SAM. In fact, SAM would advance 
on the Lok's graphic handing by 
allowing 512 pixels across the 
screen, and thenormat 192 lines f 
required, K was mentioned that 
with the Loki a light pen came as 
standard, and of course SAM has 
this facility, so fl seems to me that 
MGT have taken their ideas from 
the fabled Loki machine. 

As a rubber-keved Spectrum 
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ADVENTURE 
DEFICIT 


Dear Lloyd 
Although | agree with you that 
Peter Hoar's letter Alê 50) ao 
appea ar more € nical than strictly 
q feel that severalofhis 
“points are c ones | E have tô 
concurwith, ARhough | have been 
a faithfu! HAS reader since 
ltasue 11,1] have decided notto 
renew my subscriptionas |, like Mr 
Hoar, feel that CRASH has been 
going downhillfor some time. am 
not going to accuse CRASH of 
daviight robbery or indirect bribe- 
taking lin the form of 
advertisement contracts), but | do 
Hoars po strongly with Mr 
r's points on adventure 


am a adventure game fan, like 
many others, and to me the 
diferente between Derek 
Brewster's old reviews and the 
new ohes is obvious. The first 
difference is an easily noticed one 
— Brewster had six summary 
ratings: Diiculty, Graphics, 
Presentation, Input facility, 
Response and General Rating, as 
well as five percentage ratings: 
Atmosphere, Vocabulary, Logic, 
| Addictive quality and Qverall, The 
latestreviews have only one rating 


— Querali = although Knight Orcin 


| twice = yes, CRASH. 
| TWO COMPLETE (almost) 





| Issue 49 had erght ratings in all. 


The nexi diference, a serious 
one, is the lack of detail in the 


| newer reviows. Even the Knight 


Ore reviaw — à Smashed game — 
onty gave a very gengral 
impression of the first part of a 
three-part game, More detail 
would not have gone amiss — 
some more quotation to give the 
flavour of alpha some 
description of the complicated 
parser (giving, as it doces, 
commands such as FOLLOW, GO 
TO, RUNTO ete), some mentionot 
the way the characters interact 
(DENZYL, GET KNIFE AND RUN 


| TO CASTLE), mention of'the RAM 


SAVE/LOAD or OOPS options on 
the 128K version, and so on. 
Another serious difference was 
not in the reviews but in the 
SIGNSTUMEPS section— | was 
worried by its complete 
disappearance justafter Derek left 
— “they're not going to coa it now 
that he's gone, are they ?,| 
thought at-the time, and feit 


| incredulous when | tumed to the 


SIGNSTUMPS section In Issue 50. 
The unthinkable had happened - 
published 


SOLUTIONS! Not onhy this, but it 
had happened once: before fin 
issue 41) and this incident had 
turned out to be the work of 'an 
arcade-nervous Pci jocky' at 
CRASH towers. The worthy Mr 
Brewster apologized profusely on 


DESIGNS ON THE FUTURE 


We require: 


COMPUTER GAMES GRAPHIC DESIGNERS 
VIDEO GAMES SOFTWARE PROGRAMMERS 
A MUSICIAN PROGRAMMER 


Needed to join our expanding design team to produce 
| top quality home-computer and arcade systems soft- 
| ware for overseas markeis. 


Please apply in writing to: 


RARE LTD 


Manor Farmhouse 


Church Street 
Twycross 
Warwickshire 
CV9 3P] 

























behalf of this untforiunate being, 
and assured us it aaa not 
happen again. didn't... untilhe 
left, 


KH is very-sad thal whoever was 
responsible for this did not realise 
how the printing of such an 
obscene thing can completely ruim 


| the enjoyment of a game or 
“prevent people irom buyingit. This 


letter may not have been of such 


great importance in the two 


solutions in question, but the 
former stillapplias. Iris nota 
simple matterto 'justnotreadi' = 


the temptation is too great for 


many adventurers (myself not 
included, às | do not have any of 
the games in question, but | know 
how people fee!) who later curse 


“themselves for their weakness. 


Lead us not into temptation! 

Angther point is the 
disappearance of SIGNPOST (| 
know this is a weak joke, but 'is 
that why more money is going to 
tipsters and map-makers as 
prizes?') — the adventure 
equivalent of the FORUM just 
upped and went, which is why Em 
writing to thê FORUM and not 
there. 

Also, “the policy is that full-price 
games are more important to 
review bacause people risk more 
money when they buy them = if 


this were applied to arcade games 


as well over 40% df issue 50's 
revidws would have gone, 


SKILL ..... TÁCTICS... 


* Full Squad listen 
Problems - 7 Ski Leveis - Man: 
Clubs - Full Ladque Table - Ater 


& Away Legs - 


Timer. Named &Recor 
MUCH 


| WORLD CHAMPIONS - & COMPLETE WOBLD CUP SIMULATION -Salect Frandiias - Squad 
ot 25 Players - Quattyng Hound - 2 In-Maich Substitutos - Discipinary Tabie - Select Tour 
Dpponanits - Save Game - Crange Player & Team Names - 


ES poPBADO dE Com 
MATCH SIMULATION including 
injury Time, Comes, Fres Kicke Match 


Catches - Scoreboard - Bating & Bowling An; 


Spesds - STAR FEATURE, Complete Maten Cuervigw showing Bal by Bal Acton 8 Comme. 
tary and MANY MORE FEATURES, Price includes a FR 


Ecoresheets. 


Software Spectrum 


arealhataoiy Any 48 /128 
Tape Disc +d 
PREMIER ll £6.95 Eos 
EURÓOPEAN Il ES 5 ESPERE 
RORLO CHAMPIONE ROS  t10,85 
CRICKET MASTER Eros ETHOS 





total 


and tal instruchans. 


| adventure games ( 





FOOTBALL 8 CRICKET 


spors Simúlations from E & Jd Solmare (Established 3 Years) 
- DEGISIONS 
4 CLASSIC Strategy Games packeo with GENUINE & REALISTIC Features 


PREMIER N - CAN YOUHANDLE ALL OF THIS? - Play au gamas Home & Away - Unique & 
Comprehensive Transfer Markél Features - Full Team & Subsiiute Sslocton - In-Match Sub- 
smutons - Nameda Recordad Goa! Scorars - Match Injuras - Team Morate - Transter Demands 
ot ALL t2ams showing detais ol ALL Players in the seda, Pe Fsráricial 
5 Salary - Contiruir 
15 - Season Ticket Sales - Sackmgs - Save Gama - Taam 
Siytes - Bank Loans - Match Receipts and 80 MUCH MORE | 


EUROPEANI! - THE MOST COMPLETE EUROPEAN ada YOU CAN BUY! - Home 
Ful! Penalty Shoot-Qut [it SUDDEN DEATH) - 
Mlowed - Away Goals Count Double [! DRAWN') - Fuil Team E Substituto Sataçhon - Extra Time 

-7 Skill Loiola Disciplnary Table - Gava Game - TEXT MATCH SIMULATION including: Match 
Goal Seorars. Comers, Fraa Kicks. Gioa! Times, Disaliomad ficals, 
be, SR Time, Penalies. Bookings - Enter your qun PREMIER Winning Team and 


Higor progresses - - 7 Skill Levels - Extra Time - Penalty Shoot-OQuil - TEXT 
erp 1 Goal Times, Mamed & Recordad Goal Scorers. 
lock. Penalhas - and MUCH MUCH MORE |! 


CRICKET MASTER A SUPERE SIMULATIONOF QNE DAY CRICKET - Captures the DRAMA 
and ATMOSPHERE of the Ore Day Game - Weather. Nket & Queila Conditors - Batbrg & 
Bowling Tachos - Team Selechon - Fast. Spin & Medium Pace Bowilers - 4 Types o! Balsman 

- Select Figid Layout « 3 Skill Levels - Wides - Eyes No Ball - Run Quis - ineo E Dra a ie 


GREAT VALUE buy any & Games and deduet E2.00 from jota! 
SUPEREB VALUE buy any 3 Games and deductt3.00 rom total 
E FANTASTICO VALUE buy any 4 Games and ceduct ES.00 from 


Al Games avgitabie by MAIL ORDER tor IMME DIA TE despaiçh 
by istGlass Póst, Prões include PAP [add 1.00 outside UK) 


PLEASE STATE MACHINE AND SPECIFY TAPE or DISC ; 
Send o: E E ) SOFTWARE. Room 3, 37 Wesimoo: Aoad, ENFIELD, Middiesex, EN3 FLE 


Obviously, budget games are 
more numerous than budget 
adventures, but ifthere ara so few 
budgetand mail-order adventures 
that they can be rounded up 
occastonally' (| doubt it), why 
bother rounding them up? Surely 
sucha small number coa simpl 
be reveiwed when they come out(l 


| assume tha! Issue 50, by the way, 
| contained such a 'roundup'). 


talso nisethal you arenol 
nally responsible for editorial 

policy, and for this reason lamnot 
basing any attack on you 
ersonalhy with this feitor. 

wever, you are, |'m afraid, quilty 
ot faulty (uniikely) or incompleta 
imore probabla) logic in your 
replay to Mr Hoar's letter. Derek 
EBrewster's position as a writer of 
arcade games does not 
necessarily im that the CRASH 
revigwers are adventurers, | am 
wilting to believe that they do play 
although it 

appears they play arcade games 
more often), but your somewbhat 


ÂNCO Ngruous ly seemed slightly | 


rep 
unciear. (By the way, if the 
revigwers are such keen 
adventurers why do you later onin 
the magazine state that 'an 
interest in adventures would be 
useful” for new CRASH 
T 7 hope it is because 

CRASH is trying to repair, in par, 
the gap left by Brewster). 

Ido hope RASH is not 


voo STRATEGY. 





Seasons - OlMars to Manage Cuhear 


2 IN-MATCH Substlutes 





Quarier Final Group - Player gam 


- Run Rate - Ron Single Ops 
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anything on a L6-bit machine which was 
stunning. There are some good ideas, 
| and sometimes the really good ideas 
are wasted because ofthe potential 
they have, because once they re out 
there and people have seen them, they 
say] dont wantto see lhis again 
And the Stampers are sceptical 
about the size of the 16-bit market, 
Their philosophy 15 to be original and 
creative within a large market: in 
Ultimate 's heyday, a game hke Sabre 
Wulf would seil more-than 350.000 
Spectrum copies [far more than 


Actuision's 1985 Ghostbusters, widely | 


accepted as the altime best seller ai 
aver 250,000-copies-on all formais 
together). 
Às Tim said: When we finda machine 
that sells extremely well to warrant Us 
producing on & then we'll produce for 
it. Ha L6-bit machine E going to sell 
about three or four million, you can be 
surewe'll be out there with produet for 
it But If it selts 250000 = | don't think 
any 16-bk owner is going to buy tuo 
coples of one product, so the maximum 
vou can sell is 250.000. 


GAMBLING 


The Stampets have always been 
attuned to commercial reality, and 
atimired as Ultimate's games were, 1 
was a shock when their priçe suddenty 
went up in mid-1984 with Sabre Wulf. 
Like most Spectrum product, Ultimate 
games had cost under £6, but mithoul 
warning Sabre Wulf was priced at 
£9.95 Wasn tUltimate takinga gamble 
with Hs popularity”, | asked, lt was Tim 
who answered.., 


The Ultimate label) 





“We-were having a severe problem 
with the number of (ilegal copies. And 
Hhink going from £5.50 to £2.50 was a 
bold step we took. The price was Was 
graduallycreeping up, and Ihought we 
might go the whole way and put the 
product out at a price which was 
realistic for the time involved in 
creating it. 

"We were trying to create an 


to-say Hey, you're not copying my 
game”. | mean, alright, they may have 
traded it for x number of pounds, but 
they said, “you want it, you Buy ft. 
'Arid that was successful becalise we 


still Kept the Number One position for 


quite a white. K didn t make any 
difference to sales. They were still good 


+ products for the time. | think possibly 


Knight Lore was ahead of its time, and 
inlooking back atthe marketnow, there 
doesn't seem to have been any vast 
improvement in the 2 years since we 
left it, | don't know whether we could 
Have made any more of an 
improvement. 


AHEAD OF THEIR TIME 


' Knight Lore was finished before Sabre 
Wei” Tim sudetenhy said. But me 
decidedthe market wasn't ready for il. 
Because ifwe released Mnight Lore and 
Alien &— which was already hail- 
finished — we wouldn't have sold Sabre 
Wir. 

'Sowesold Sabre Wu whichwasa 
colossal success, and then released the 
other two. There was a Iiúttle bit of 
careful ptanning in there. But they could 
have had Knight Lore possibly lhe year 
garier— we justhad tositonitbecause 
everyone else was so far behind. 

Caretul planning is the hallmark of 
the Stampers. They recognised long 
before anyone else that they had done 
everything they could with apectrum 
games, and thus phased Ultimate our. 
But that was only one reason for the 
Stampers' move: and having dropped 
the Knight Lore bombsheil, Tim 
dropped another. 

When Ultimate bowed out, most 
people in Britain had heard only the 
faintest murmblings about the 
Nintendo. But Chris and Tim had 
discovered the dedicated console 
through their contacts in the Japanese 


At times strongly reminiscent of Undernwuride, this is Wizards And Warriors, 


an original Nintendo game 
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Sa wrult writtên aftor K aht Lore!! 
incentive for the person who paid LAS | Sabre might 


con-op industry, and started planning 
Nintendo games about the time they 
were coding Lunar Jetmar — 1983: 

“We managed to get just about all the 
software available for the Nintendo 
then, “said Tim. 'For the price was 
available for in Japan then, it had 
colossal potential = we looked at this 
and we looked at the Spectrum — and 
thenthe Spectrum was hot stuf, but 
this-was incredible. So we spent 8 
months finding everything out about 
this system, and then started to wnte 
on the machine. 

It was à sortof introduction 
process, Chris said, We had to show 
Nintendo that we had the capability 
before they could give us the nights to 
go ahead and produce for their 
system. 

And as a result of their foresight, 
Rare is already competing with the big 
names-in Japan: Konami, Nintendo, 
Sega and Taito. The Ultimate people 
could do for the Nintendo now what 


they did for the Spectrum 4 years agô. 


BOQMING MARKET 


'We knewa market was going to boom 
in Japan and America, said Tim, and 
we set Rare up to handle that. 
Ohviousty me didn't want to give too 
much-away because we needed time 


* to-develop our associations before: 


everyone really became aware of it. 

“Alot of UK companies are beginning 
to look querseas, Chris added, and to 
look at machines which are not 
available inthe UM. We-did that 2 years 
ago. And | think it puts usina very 
unusual situation 

“We now have four freelance teams, 
and they are really trying to taxe 
advantage of the situations we 
developed. There is not another 
company in the UK that has the 
opportunities that we do at this stage, 
basically because it all takes time, and 
we're 2 years ahead. 

Tire “We actualhy act, | suppose, as 
Nintendo's development team. ll they 
tpel they are lacking a productona . 
machine, they tell us, we develop il, and 
so we are sure of licensing product to 
them. The majority of companies, like 
Konami and Taito, constructa deal with 
Nintendo to produce a product for 
Nintendo to market. 

'But they are limited to however 
many titles theycan produce a pear. We 
license product to Nintendo, and we 
are not limited to a number of titles. In 
fact we've licensed mare product this 
vear than any other company. 


POTENTIAL 


Rare has seven Nintendo products 
either finished (one was done é years 





ago) or neariy completed, and another 
eight in development, They've all had 
to be designed with tha tastes of the 

Japanese market firmly in mind. 

“There is a diferenca in style and 
there is a difference in what makes à 
good game for the US and Japan, 
muged Tim, Hhink we understand now 
whatthat difference is, And our Success 
rate proves thai. 

“Japanese games sell very well in 
America and American ganes sell well 
in Japan = and in England — but Engiish 
games don't do well in America and 
they don't do well in Japan. 

Rare hopes to be able to help 
programmers understand the essential 
differences. In fact, one reason for 
| giving this Interview was to appeal for 
freelance programmers and 
development teams to contact Rare — | 
- the Stampers' team needs backup in 
producing both Nintendo games and 
original coin-ops. On the coin-op front, 
Rare has developed an extremely tast 
and powerful 64-colour arcade board, 
| Called the Razz Board, its basedonthe 
Z80 processor with a lot of hardware 
assist and 1 voices Yamaha synth 
chipsfor the sound, 

Another Rare idea is growing in the 
large, airy bar just outside the 
mansion, where Timhopes to construct | 
etudio lhghting and turn his graphics into 
animated movies for viewing On 
computers. The price of memory is 
dropping, so that future could come 
soon, | 

But “very few people know we re 
here “said Tim, very few people know 
wnat we're domg. And Td justike to 
make people aware of the fact of the 
very large market out there and that 
they can take advantage of it through 
us, 





And Chris finds it surprising that so 
few British programmets and software 
houses have-seen the huge potential of 
the Japanese market. 

“With all the talent in the UR and with 
all those thousands of people writing | 
games, |feelit should be UK companies 
producing the Number One arcade 
games and then everyone in the word 
following that — because Britain's got 
| the best talent, without a doubt, 
“Hhink this country's very conducive 
to that = it's cold, it's damo and 
Bveryone's sitting indoors 
programming. Britain should be 
producing the Number Qne games, and 
it's not happening. À feel thatas a 
company we-are the onty ones 
| beginning to pet somewhere tomards 
that! 


There's more on Uitimate amd Rare in 
issue Four of CRASH's multiformat 
sister THE GAMES MACHINE 





té A first rate conversion ofa first 
rate arcade game. dd 

LAP 4 — LZAP SIZELER 

éé Great graphics. good sound, 
perfect plapability, nhat more could 
you ask for? DP cevanm 


db Gaunilet is definitely the most 
exciting coin-op conversion ever for 
the 64. For sheer fun and hours of 
entertainment value thisis game 
the best yet. * 

COMMODORE USER - SCREEN STAR 
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dó A super a to the much 
loved dungeon based shoot em up. 
As much of a blast as the first, 

and about twice as addictive. *? 
YONIR SINCLAIR 


SCREEN SHDES FROM VARREOS STSTRMS 


66 A corker, fast action and superb 
gameplay. 

SINCLAIR USER —- SINCLAIR USER CLASSIC 
dé The game's brilliant! 2 

AMB TRAD ACTION - MASTERGAME 
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DECORE CREFORR ERES CA SORA CER BTT 

You are the ice cool leader of a gang of drug crazed 

terrorists. Your main goal is to become the richest, 
toughest and most notorious gang in the city. 
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SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF! 
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME | 
| Pe Write to: — | 

“KJC GAMES, PO BOX 11, CLEVELEYS, BLAGKPOOL, LANCS FY5 2UL. 





OH! WHAT A LOVELY 


CONVENTION 


À | BRENDON KAVANAGH reports on the pomp 
and razzamatazz of the third British PBM 
convention, and reviews some exciting new 


[What a sellout! Held at the 


“Porchester Hall, London, on the | 


20th February, an estimated 1200 
PBMers visited the third British 
PBM convention — it was busy to 
| say the least! Many companies 
had stands, and there was plenty 
on display, A 


|RAIDERS! 


à new Company on the scene was 
MJR GAMES (4 Higher Lidden 
| Pao ata who. 
were displaving their new game 
 RAIDERS OF GWARAS. This is a 
Fantasy RPG set upon the world 
of Gwaras, which às divided into 
| fificen completely different 
| countnes—one of whlchyou come 
from. There are 37 types of race 
(thirty of which are humanoio), and 
vou must also decide your 
| Character's occupation. Character 
| progréssion, is achieved by 
developing a vanety of attributes — 
if you character does so-and-so, 
attribute 'x' Inbreases as a result 
| of experience, All said and dons, 
this FAPG o! hand moderated 
character development seems to 


be a quality offerino, and at £1 per | 
turn you certainty can't grumble. | 


| Start up costs £3 from the MIR 
address (this includes a fres turn)! 


AN AUSSIE 
| OFFERING 


SPELLBINDER GAMES are now 


úld hands at the PEM hobby (96- 


Buller Road, Barking, Essex 1611 
QUA) and as such 
successfully dA with the 
AUSTRALIAN WIZARD gota 
tá run their game WORLDS | 
| CONFLCT in the UK. The game is 
very similar in style to the” 
isdey 'Wº, with alien invaders and 
freedom fighting humans. (the 
player can be either), 
“ Heelthat this sums up WOBLOS 


IN CONFLICT very well indeed. t | 


| looks like à good game (but à 


the word as we know ll. | 


| DIGGER GAMES have 


have | 


epic | 


PBM games... 


complex one; Spellbinder dont 
recommend it for beginners| and 
is played on a convincing map of 
sgame 
has. the | 
attributes, technology levels eto 
and the combat and economics 
look fun. Send an SSAE to 
Spellbinder for further details. 


OTHER NEWS 

HISTORICAL ENGINEERING are 
launching a new game from The 
Stable, The 


where the player takes the role of 
a powertlul wartime personality. |t 


do Ad fascinating, 


WAVENEY GAMES (28 Diprose 


Road, Corte Mulien, Wimborme, 


Dorset BH21 30%) have launched 
a simple simulation of the Stock 
Market entiled SPECULATE!, 
which should appeal to the 


'economically minded. RA 
ES Um 6, 9 | 


MITRE | 
Brighton Terrace, London SW 
90) report that thev've bought 
rightsto TRIBES OF CRANE, while 
just 
released “the impressive 
STHEETWISE — [Il let you know 
more when can find theiraddress! 

LABORATORY “have 
introduced MAGELORDS OF 
DORM (tor info wrnte to The 
Laboratory, 18 Ridge Nether 


Moor, Liden, Swindon, Wihs SNS | 


ENE which is a development from 


| their previous game FUATHER 


INTO FANTASY. Startupis LfZand 


turns cost 21,50 thereafter. Viorth 


tina. 

PROJECT BASILISK (PO Box 
24, Sheetness, Isle Of Sheppey. 
Kent) has launched a new game 


entitied the” very simple | 


CREEPHOUSE, ând costs 24,50 
tor five turns, 


Possibly the most interesting, 
NERO aae at the convention was. 


VORCON GAMES' (59 Juniper, 
Birch Hill, Bracknell, Barks RG12 


4ZG) THE TIME SENTINEL. KR 


costs £5 to start (including a few 
free turns) followed by a charge of 
Et50. per. tum. 1º “Gan 


wholeheartedly recommend vou | 


to spend an SSAE for an 
mformation: sheet df you're 


usual features of 


Temple. Great | 
Wilbraham-CB1 5JF on May st, A 
game is entitied WORLD WAR Il 


interested, 

HARROW POSTAL GAMES 
(161. Butler Road, Harrow, 
Middlesex HAI 4DX used the 
convention to promote their 
excellent licensed game, THE 
WEAPON, their quiet but 
interesting game OMEGA VICTOR 
and to. launch their nem game 
entitled ALBION, a computer 
moderated fantasy game. which 
uses human mederation for 
special actlons. From reading the 
rulebosk it seems that the players 
of each race must work as à team 
to sucosed, and thus Us tairly safe 


to assume that diplomacy is an | 


important part of the game. This 


"game would suitthe strategist who 


enjoys convincing people to play 
his way. ltcosts E5 to stat up and 
turns cost C2 each thereafier, 
Meanwnile: HPG have yo more 
games under development: VALE- 
IMPERATOR about German 
barbarians struggling against Non 
Player Character (NPC) Romans; 
and MOVING FINGER, a time warp 
game due'for launch later this year. 
Iwaitin antisipadion ... | 
Weve all heard weird and 


how does REVENGE OF THE 
MANY-LEGGED  MAN-EATING 
MUTANT TIGER HOUNDS FROM 
OUTER SPACE sound? It's from 
ALCHEMISTS GUILD (PO Box 
114, Kidlington, Oxford OXS 105) 
and is-basically a single character 
RPG set In à somewhat bemusing 
future society. The start up pack 
includes (among other things) à 
rulgbook [brief but to the point) and 
a background book (some may 
lika it, some may not). The game 
tormat isn't exactiy onginal but tha 


| implementation certainiy Is. The 


designers have created a very 


amusing society to roleplay in. lts | 


tha brainchiid gftwo young ladies: 
Amanda Kerr and Newsfield's very 
cum Philippa Irving. Turms cost 


“either E£1.75 (standard tum) or 


pe 50 (as before but witha bitmore 
detail) so this fornightly deadline 


game may be out of reach for 


Some-of you, but those interested 
should certainty try to find out 


more 

The ALCHEMIST'S GUILD also 
has MACEDON, a twelve-player 
wargame. Send an SSAE to the 


Alchemist's Gulld for more into. 


| means be lin 
encouraging this. The first issue 


A pleasant surprise for me was 
to bump into Jon Wioodall and 
Andrew  Dodd of | ODDE 
FELLOWS & CO (designers and 


| moderators of. MEGALOMANIA | 


and ORDER OF CHAOS). Andrew 
Dodd was proud to infórm me that | 
he finally had understandabre info. 

sheets for these two games — write 
to 'Stoneleigh', Holly Lane, Upper 


" Eliwood, Glos GLIG TLZ. 


By the way, did you know that) 
the winner of the the dedicated | 
C&v6 game ofITS A CRIMElwas | 
Paul Sculpher, who's also à 
CRASH reader! Heh Heh! 


FANZINES 


| KIRKWOOD |s a fanzine currenty | 


being prepared for launch from 
'Legend House", 40 Green Ridges, 
Headington. Oxiord. OX3 SPL. | 


|: Produced on an Apple Macintosh 


SE linked to a laser printer, the 
editor of Kirkwood hopes to use à 
combination of quality writing and 


| high resolution computer graphic 
wonderful games before, but 


lustratons to create a high 
standard publication, One of the 
aims of RIRKWOOD isto introduce | 
RPG players to the world of PAM, 
although the content will by no 
limited to. topics 


will cost Et and includes PBM 
based articles. All the same, this 15 
a fanzine worth watching. 


DARK BLADES 


As far as thê companies present 
were  concerned, the most 
gesthetically pleasing game. on 
display had to be DARK BLADE 
by STANDARD GAMES & 
PUBLICATIONS (Aron House, 
Station Road, Kings Langley, 


" Herts WD4 BLF). What a gem — 


Standard Games have managed 
to produce a boxed set starter | 
pack (full colour of course) tor a 
mera £5, A fiver fôr this sort of 


| presentation, plus a full colour AZ 


map, a tulebook and two free turns 
isn't bad at all, Tums are onhy | 
21,25 each with no hidden extras 
= this one is going to De a winner, 
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In the wake of Derek Brewster's more down to 

Earth reviewing methods, CRASH has been fortu- 

nate enough to engage the talents of one Samara, a 

shapely being of charm, witand intellect who, from 
| nowon, willbe guiding you on your travels through 
| thetwilight world of the imagination. Takeit away 
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IXTITT o T ad Fi 
| GUILD OF 

NIBEV EG 
THIEVES 
Rainbird/Magnetic Scrolls, 

hen The Guild of 

Thieves was voted 

Game of the Year, 
Spectrum owners went quietly 
green with envy. Now at last the 
| game has been released for the 
“+3 and all over the country 
adventurers are opening their 
shiny blue boxes with bated 
breath, 

Inside 15 a game more than 
lkely to live up to everyone's 
expectations. As a burglar, 
complete with stripy sweat shirt 
and swag bag, you have applied 
for membership of the Kerovnian 
Guild of Thieves. To prove your 

criminal eligibility to join, the 
| Master Thief has devised a test: 
| | explore an stand and thorouphly 
sack mn of all available treasure 
before returning. 

The adventure begins in the 
Master Thief's boat. You jump 
confidently to the jetty and begin 
asurvey of the expansive 
countryside. The numerous 
locations range from castle to 
cave and from serub to snow- 
capped peak: The descriptions, 
even without the graphics much- 
| | praised on other formats, are 
eras | | extremely atmospheric;even the 

|| most commonplace objects have 
their own characteristics. 
Exploratrn has some very 
realistic qualties: as vou wander 
through the castle you can run 
your fingers casually along the 
prano kevs or try vour skill at 
potting the billiard balis. 

The treasures are often quite 
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| collect, A jewel e aa tes the 
| ceiling of a cave is ab 
| into a bubbling pool of 








easy to locate but difficult to 
ut to drop 


quicksand, a silver chalice is 
inconvenientIy placed in the cage 
ofasavage bear, Reckless 
burglars quickly come to grief! 
The puzzles are often tough 
but at least have the virtue of 
being logical. The adventure is 
certainly more accessible than 
The Pawnwlich was occastorally 
Ra to charges Of excessive 
obscurity. En The Guild it's 
sometimes the very obviousness 
of the solution which makes a 
| problem difficult. 
| The parser is up to Magnetic 
| Serolls usually highstandards; às 
well as complex sentences 11 
accepts FIND and SEARCH 
FOR commands to locate objects 
vou may have forgotten or 
misplaced. The GO TO 
command lets you move from 
one location to another without 
typing in all the directions in 
between. In practice this can be 
quite dangerous as you can (stop 
the command once entered and 



















| the program marchesyou 
| straight into whatever obstacles 


(for example a closed 


“drawbridge) there may be in the 


W 


vota RAMSAVE command, 
Constantly saving to disc gets a 
little tedious, especially in am 
adventure in which sudden death 
m the most innocent of locanons 
isa constant possibility. 

The Rainbird packaging 
comes with, among other 


| goodies, a Contract of Service 


with the Guild of Thieves and a 
playing guide cleverly disguised 
as “What Burglar' magazine. 





| JINXTER 


| Rainbird/Magnetic Scrolls, 


£15.95 disk only 


rom Kerovnta and Fhe 
F ci of Thieves 10 


Aguitania and the magician | 


of Turani — Magnetic Serolis' 


latest adventure deals with aland | 
| inwhichluckisrunningout ,.. 


The good fortune ol Aquitânia 


“depends on the safekeeping of 


the bracelet created by its wise 
magician. The bracelet and its . 
five lucky charms have become. 
separated through the 
machinations Of the notorious 
Green Witches in a bid for 
contro) of the kingdom, 
Meanwhite, in houscholds 
everywhere, the odds are stacked 
in favour of misfortune: the land 
inding the right bus home 
“seems an qnusual stroke of luck — 


[until you gel run over 


disembarking, You recover your 
senses and realise that oniya 
guardian angel could have 
revented you from dying. 
Nedonits later the Guardian 
(certainly not an angel by the . 
looks of his sleazy herringbone 
overcoatjappears before vou. In 
between bitesofa cheese 
“sandwich he hands you a memo 


use the bracelet to defeat the 
witches. Mission accomplished, 
he promptly disappears. 


| Although you begin on home 


ground outside your own front 
“gate, a little exploration soon 
takes you tó more exotic 
locations. Snorkelling, 
mousecatching, negotiating 
artificial waterfalis and 


| underground passages are skills 


which must be acquired in the 
course of the adventure. The 
descriptions are well crafted and 
absorbinp to read. A great deal 
of work has gone into including 
even more details than in 
previous Magnetic Serolis. 
adventures; the EXAMINE 
command almost always vtelds 


ay. as 
A small quibhle is the absence. 





OVERALL 


«and tells you that you have been | 
| chosen to recover the charms and 


| risk: É 





PE Ti py 


O a. AA RT PT a 


This last item also acts as 


| combined hintsheet and 
| program protection: several 


problems are listed and a series 
of codes printed underneath. 
Enter these codes and a cryptie 
hint (but not one that gives the 
whole game away) 1s be 
displaved, 

he Guild of Thieves easily 
lives up to lts reputation: a well- 
crafted scenario, immediately 
accessible puzzles, and a flexible 
parser make this a must for the 
compulsive adventurer. Even at 
the comparatively high price, 1t's 
a steal. | 





“am atmospheric and humourous 


reply. 
Aquitania's characters are 


ER aUEA realistically. Burly 
ha - 


ers and prim postmistresses 
are oblivious to the seriousness of 
vour quest = they're far tõo busy 
with their own lives. To ger them 
to break off and pay attention it 
is-necessary to project your 
imagination tówards their needs 


rather than your own. 
| Interaction is. often a matter of 
| tactful co-o 


ration. 

Object orientated puzzles are 
of-more than average difficulty 
but none of them are insolubly 
obscure, There are Often several 


“ways of completing à puzzle and 


all of them are logical, though 
some may require activation of 


more than the average numberof 


brain cells: What seems obvious 


| atfirstoften turns outto be a red 


herring; the game has a nasty 
sense of humour... 

Death is an impossibility (an 
innovative feature im an 
adventure game) as the Guardian 
always appears in time to save 
vou. This makes the game 


| accessible to beginners as well as 
| seasoned adventurers and does 


nothing to reduce the element of 
ve moves carly on can still 
cripple progress later im the 
ame. Portunately there is a 
SAVE (though no RAMSAVE) 
option. 
Magnetic Serolls' parsing. 


| improves with every game, and 


Jinxter acogpts most complex 
sentences and synonyms. 


9% 


Surprisimgly, the GO TO 
command introduced in The 
Guild of Thieves is absent, 
possibly because the complexity 
of the landscape would have 
made it too difficult to 
implement, 
Ome small drawback. 

noticeabte because mt's 

preea o the only one, is the 
ongwindedness of some 
necessary game procedures. You 
may be standing by a door with 
the-relevant key in vour hand yet 
vou still have to type in several 
commands if you want to go 
through 1 (UNLOCK DOOR 
WITH RUSTY KEY, OPEN 
DOOR, ENTER). The process 
15 even more laborious where 


7 SMS ES TE E 
RECTA IS 





striking a match, are concerned, 


| Núspecial skills required to 


work out how to open a box of 


matchesand take outamatch,so | 


why the need for a series of 
pedante commands? A feature 
which allows the program to 


erform the action for you would | 


ave been a welcome addition to 
an otherwise excellent game. 
The Pawn was opento charges 

of obscurity; The Guild of 
Thieves improved on that and 
Jinxter shows even further 
improvements: Hs quality 15 
apparent from packaging to plot 
and can only leave you 
wondering what weird and 
wonderful developments the 
future holds. 





complex actions, for example OVERALL 2%, 
LOADS OF | irreverently recreated. The 
MIDNIGHT with their bleak 


| CRL, £9.95 


evond the lands of 
BB Msn lhe age of 
=" technology has caught up 
with the world of role playing and 
adventure. The magical crown of 
the old king Ludwig has become 
a much-coveted es in the 
battles for sales, and software 


success, At present Ludo, owner 





Ludo” s Coverzbouse 
centre 

pGre ds, cf ter 
Dim Fowmest. Small L Footpotkhs 
supe F 


bio 14h Che 
Fones 
the 


Leôó everperbenre 


graphics, 
out 


mes of peaks and hills agaimst | 
even bleaker sk ção are almost | 


indistinguishable from the 


omginals. On-screen messages | 


appear to inform you of the 
passage of time, and wolves, 
more indifferent than hostile, 
vccastonally appeár to stáre 


| piercingly into your eyes. 


As a spoof it's very shek, but 
this slickness ultimately lets the 


game down. The scene is 


atas Majala 
Cica 
quo Le, 


sono 
of the 
sato * Em 


Chet 


porvtbeost conôó nvortbkwest. 


hi 





 Imitation is the sincerest form of Rattery ... 





ofa smail company and Ludwig's 
| som, 5 in possession of the crown. 


He must prevent it Irom falling 


into the hands of the wicked 
Gloompork at all costs. 
Unserupulous and roud, 


Gloompork is driver by an 
overwhelming desire to use the 
crown's power to become the 
ultimate software giant. Ludo 
and any followers he can recruit 


| must gain the cooperation of 


other mbabiants of the land, 
before finally taking the crown 
northto the Tower ot Doom, and 
destroying it. 

The world through which you 
pass bears all the characteristics 
of the paradied Bevond game, 


| carelully set at the expense of the 


xuzzhes amd amepiay, 
ravelling RE 
recognisable landscape is fun al 
first but interest soon wanes as il 
becomes clear there's htte else 
todo. The parser is quite Mexible 


and the phrase, “Tell me about. 
oecastonally | 


vour problems” 
gleans interesting replies but 
could have been developed 


further. There 1s a RAMSAVE 
option and graphics can be 


switched off for extra speed. 

Al the elements of a 
competent game are 
unfortunately they don't quite 
gelinto a good one, po 

55% 


OVERALL 


Ea 
de Semp ea 


the 


there: 


lá 
CRASHAptilig8a 43 














CRL, £9.95 


ts a good job you have a 
strong sense of responsibility 
because once agam the fate 


of the Universe hes in your 
| hands. As a member of the 


Federation's secret service you 
have been assigned to the case of 
Erra Quann, the alien seentist 
who hijacked the Flagship Quann 
Tula in order to sell the secrets 
of its engine plans to the evil 


| Empire. Should he reach his 
destination, the Federation will 


be powerless to combat the 
forces of the Empire who can 
then step in to dominate the 
known Universe: 

The adventure begins in a 


leaking air bubble on board your 


ship. Sparks are fiving from the 
nstruments and black smoke 
obscuros evervthme. You can't 
breathe, so vour first objective 15 


to find air. Once this initial 
| Urgent task 15 completed vou 


must find your way through the 
shattered hull of the Magship and 
survive long enough to continue 
the imvestigation on a distant 


DH . 


The 
serio mo 


4t Shouts, ES B 


bristies ensulr 





Federation positively bristles with excitement 


Pe otocat nação ipi aki 
a Lo qe 


nasa Of 
LICHhI . » - 


ma ea 


E CICHECIN LATE 


metal 








ahen planet) The adventure 
winds through a series-of cargo 
bays, control domes and 
futuristic corridors, and. the 
suitably atmospherie 
descriptions are complemented 
by a small selection of graphics 
and a visible sei-h score display. 

At first, apart from a few surly 


| dróids (which must be treated | 





ig a 
le ni “e 














B ipa a from Hornsea 
usks: 

Lin part three howdo frighten 
away the robbers?” | 
2"How do [make a German 
uniform in part four.” 
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a do PN 


1 Bang shells. 
E et kit polish and blankeis. 


EUREKA 


TONY GRIST wants to know 
where to find'the oars, 





In the same place as the boat. 
Search the vegeranion twice. 


THE BIG 
SLEAZE 


PAOLO SILVA from Portugal 
wants to know how'to get the 
seroplane in Central Manhattan, 
what to ask the librarian and how 
to get through Central Park. 


Buy the aeroplane withihe wadof 
Germán notes. Whisper' Maltese 
Builhinch to the librarian. 
Negondte Central Park between 
am qua O pr. 


tactfully) you are alone. Objects 
are scatteted around to help vou 
and range in complexity from a 
neon weapon to à humble tube of 
glue. The puzzles, mostly 
involving theuse of these objects. 
are  challengines. but not 
infuriatingly difficult. Sudden 
death às am ever-present danger 
but special commands include a 


LORD OF THE 
RINGS 


LAN FLYNN can'tpet into Bree 
or cross the bridpe-at the end of 

artone, Howis it done? 
Well... 


Knock on the hatch, give your 
name and wait, To cross the 
bridge after youhove killed he 
riders, become Frodo. 








RAMSAVE option 

The game has quite a large 
vocabulary and although it won't 
accept. complex commands mn 
does have one labour-sáving 
feature (imterestinglv, one that is 
missme from the imo highly 
sophisticated Magnetic Scrolls 
adventures reviewed this 
month). F. for example. you 
have the key to a box there's no 
peéd to go through al the 
nemarole of saying UNLOCK 
BOX WITH RED KEY, you 
simply type UNLOCK BOX and 
the computer knows which key 
to use, This is particularty useful 
whem you have to perform more 
involved aetons with other | 
objects (play the game to sec 
which ones). In effect 
compensates for the parser's lack 
of complexity and eradicates the 
infuriating problem of knowing 
wharto do with an object but not 
knowing how to say so. 

CRLsS version of the sei-fi 
adventure doesn't break any 
especially original ground but 
within the limits it sets itself it is 
a compelling and highly polished 


game, 
OVERALL TS 





CUSTERD'S 
QUEST 


“How do you kill the 
Necromancer without him firing 
his terminal lenslok at you” asks 
a UZ fan from Harpenden (who 
also happens to be this month's 
Rigels Revenge Superhero), 


Etrgw the axe jnmediately alter 
vou have thrown the bom. 


SUPERHEROES 


“Eve qust completed Rigel's 
Revenge at POb pm on the 7?th of 
February, The follow! no 


message appears on the screen: 
Carper raised fis nedr-empry 
Celusso drowntd tis Contents cute! 
eeplaced trote Bar wii 


Meerisho. cs Á VONNE MN 


nearby safe Wow! hisis nearty 


ES AMA Zine as he time vou 


odeteoted the Leohor Goddess 


af Plum Bar whatever happened 
esto Harper gave the boy a 


MATT LUCAS 
CHRIS BOND 15 stuck with the: 
porcupines on the island — he 


can tgetpastthemor the swamp. 


Disiract the porcupines by 


shouring. On the island climb tree 


and heed the warning noto go 


= further south, 


crcoted smile and geodured 
toners fis comprv glass, Uh, 
BanenderO, the vonte mun 
intermipred, understand al 
last: Harper seitfed slomily back 
pon hs stool Bit evescrensed in) 
do private qoule 


So elams am unnamed LUZ fan 
rom Harpenden, the Rigel's 
Revenge Superhero. Everyone 
else às stuck on thisadventure: 
amy hants would he uppreciated. 





Stumped? Victorious? Send 
vour tips and queries om 
adventures old and new to 
SIGNSTUMEPS, CRASH, 
PO BOX 10, LUDLOW, 
SHROPSHIRE 5SY8 1DB, 
The most interesting are 
published but personal 
replies are not possible, 





A 0 — e Te iria ego, pm 


É IE Te PED — 
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HOW QUICK CAN YOU GEL 
AI YOUR SAVINGS WITH A 
BARCLAY PLUS CARD? 








Plied by free drink, PAUL EVANS gets 


“sociable on Micronet's new exclusive 


chatline 


HI THERE! ['m back online with a new modem for my ST and Eine the 
VTX has risen again from the dead nd tina tona 
promised Shades aricie 

Just as | was geting ready to write up, ofigoes the phone ts David 
Rosenbaurm from Misronet begging me to put back the Shades leature 
again in favour of Micronet"'s latest brain psi Belore [now al ve gotamn 
operating manual, agcess to the system am La bote ol wine! Vvlhy wine” 
Well, ts common practico to have a press briefin q OVO these mi ars 
nos dh, vit 1015 ot toda and Dooze Mperonet decided to do 
Hhings a lite difterentiy 

So whatis the latest add-on to the Micronet database Ht's lhe launch 
ofan idea that's beer bangina around for quite sometime 
many people have bolhened with teleconterêncing | 
sor ol up-markatverstónol the chalina nstana 8] ni CESPE 
'nalters are used to, you have a computer thal can ahow cortam groups 
o! peopis lo chal away without bein tsteneo Ló Ly pp ED CJLDEISA ES 

lan ii hals are e ontined to the gr (ol Jp Serem: s Ondy vou can alo Gortain 
people to chat but throw others out, and there are many channels thal 
canbe used by diierent people —-hke aC butwithoutthe intarmupiona. 

Such a system has many uses: club meectings can Carry on private 
and business issuêos can be discussed. Umbil now, thage Systems have 
been used rarely and onhy by bus NAsSS man ah bythetirme you readihis 
Micronet will be olterin E] their teleconte | System LO lhe puto 

Mecronet's verston ia called Tele Falk anti Fui son a modified PDP 11 
This ds nccessible via a gateway on Micrôonel page "00990811. The 
operatino Shy ware was written by Neil Newel, the. programme: 
responsible for the remarkabla Shades scrolnesoftaare 

| HeNIoE e on to Micronel as requested ty Lave for lhê worl idos tiral 
on-line press brietineg — hence the bote O wine adro the post. As | 
passed tirgugh the deny | wondered it MiGronet hace qui Ler ires 
erossed, since the opening screen was identical tó Sh ades | However, | 
followed lhe commangs give, é rege My persona ar ja pudoa! Avord, and 
was placed in the reception area. | turns out thatthe whoa thing runs as 
ami acivanture Lan trema dook in the command Dos Eqoi tre Toth tl 
reply: “You are now standing in the Ihickly carpeted, finely decorateo 
Tete Talk. reception aréo and irrnrmedea toly retaxed Le 
environment. West of 9 the reception desk and to lha da dh IS arca 
notcepbosrd Tó the north lona cordor stretéhe: ais 
to it hangs a sign reading Fo the cont rom 
detail, there's a sign standing on the floor Eivesl 
Feio li Jor Vic 's = this wap. 

Woye! Tele Talk is nota: 
be whole idea more usarArendy O 
with other users, There sa large istof cominaúdos available to h HO y 
and these are ea! Sthy CJisGOVEre dd by takino the seli-hedp lesson: Sra 
on-line. The whole kaboúdia 5 set in a conference centre (callad Hotel 
California for some reason) and vou can hold private discussions in dry 
one ot the 30 rooms available. |f you want a general chat with 
then just go to Trader Vic's bar which is just à general challine for the 
soctally-awaro person. You talk by using tha commands SAY (message) 
to give a general massa e lo everyone in lhe same room as you, Or TEL 
user| (message) to que someane a message Hhalno-ona Bise Car listen 
to: The however, are for more private chats; you canhold club 
msetings tri them, Or discussions On Ceram tOpHeS One detinide qse 
would be meeting Ei Starmet or É a N'alhances to plan their next move 
vnthout the oppositiorn Freire cut! 
| a room tor, sav a ci niverSe viana Group) O! Spectrum 
eritrpiea ts; pls jriniria to destri y SOME LDO E ODANNEIS DI) ErACieIS, 
the first thing to do would be arrange a meeting This can be done na 
fev dittecem idys. YO Col lgave a message OM Bal h users malhas 
arrargina the time to meet tis ITMpoS Sea togrrame pE the room number 
as nodos ajude service is yetavailabie. The leader thenar Ivçs Tive minutas 
early and claims an empty room by going to the recepnpton desk ana 
obtainina the key to am emptyroam tin true adventure style). On the olhe 
side of the rpom (sa núliée Pro on Which people cam wie messages 
The leader announçes on this which room the meeting is being hetc in 
Wuhan RUE vilhieres artivia Hey Can dead the Eard piRÉI LVEME HE simple 
command GOTO (room number) wereupon they are transpored 
outside the required room. the leader |s alreaoy vErtino, So they CAT 
enter and star! the meeting. Egsy! However, whal's to stop the enemy 
getilng in? Even easier! The door acis lika a censor Sp system (yes, | 
kN It Sounds crazyp tha: k anda blni | on the window, Hi 
á4o be allowed in, you just gave he do! pe If Na uavarntto know no 
ss comingin, then leave the blind open and : ok lhe door, The person on 
the other side can knock and look through the blind tao ses who's Inside 
The leader can hear them and let them in df so dealiod the Blind (5 
closed. then lhe will not be inmerrupied mn anyvayo ANOÇRS 
can't be heard by lhe people inside and anyone outside is unable ta ses 
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if tha leader does notlika wrial he can silence lhem 
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SOmMEBoNE IS Saving, 


Ery typing MUTE (name) This persons comments will nu De unhearo 
by anyone mo he room until he leaves, | someone starts cavsng di nulohe 
the lesder cam throw them culot the room wah no resistance, the 
keyholder has complete come | over the é ri rrana room, so the 
leader can formulate a plan, go onto Shades, and kill every Lommie im 
sight! 

What | have just outined |s just some of the many command av plabie 
to the Tela Talk user. TOU Can leave me ssages tó each olhei By wir 
MEMO's. These are stored in you TM mobo and ear oi lybe aconssaa 
gn the TeleTalk computer. If you need someone vu Pci pr RN 15 ON 
Fedo Talk at lhe same time, lan the PAGE command 
| VIT AT Palo Calk cames a raciopager nn gtvol pedp EE, ca GR WO 
needed 

Many adventure-style commands are aval tabla, such as INVENTOR T 
anel READ (object. Tou can even type KISS (name) wilh success! | 
SUSpect that many commandas are ur idocumentec and are left up to lhe 
user to clhscovel 

Other aspects ot Lhe 


vou Cam USO 


system inólude the information contre. This area 
contains a self-teach systel motor first-time users, à news section and 
file centre whare archives are kept ( (4. | suppose there will be a largo 
amount of gossip and amazing happenings Iying also thai wi gaciol Lo 
lhe almosphera We will havelo wall and soe 
; the theory, what about in practice? My first experience ol 
reto Talk in action was al the aloramentioned press on-line briefing. Iitial 
regctions were “slow and comusina : the norma! NCrA 
avalable tó Shades Lisers has nót vel boen implementod om Tele Falk 
although ds promisi dd s00M, 80 vOU Ny make do vilh Viewaate 
Witte hrs 15 Eoreaghalia» Wo sima bit 
Sometimes iLdoesn'Lgive you chance to ses prals going on 
1 rather rapad in tertina the area ol tas YOU veria trying to 
However, after about five minutes vou gel used tod 
becomes no problem ir PT ES apples tó lherspeed: Lsmd lwas 
VOL mpe pomvith the normal chatinas, It easy opa 
the chat áp peito istantly. dust seems stow as voul 
mind tunks ts blaviria an adventure where responses aré supposed to 
be instant. ivhen lhe gs seliA svstem gets underway il will be à joy to 
USE There is only one hino Ter really gets to me about if and fhal 15 
the timeout feature, Il you do noi use lhe 54! than one 
minute il asks you to key hash belore AMONG you LO DypE anything, Not 
so bad vou may think, but it oflem happens when ve ju te just Tinishing a 
lona sentence, which is then lost. Alter a low atempis al the same 
sentence cout make a grown man Cry! these niúqlas, and lhe 
totious ping od SAY or TELI sentence, Fele Talk 15 realhy 
fun tó use and is a lot more ver: eai Tor amy 
USA an very convennent. À Bs dt 
YOU use Teletalí mom tor Talkabou! 
addiols Nome the Sig ENT 18 É atua MAE! jet < producl 
manager, Ehil Cacdisell, upper-olass. fuppáenel here 
we comer One as | was talking to Ptul: chats ari 
Rotmontorea 5 system, Pernaps à pouca 
prvi will comento force. Final Hy, i ais made for connect 
Shades but il vil only pe a tew pence per minute 
this months, See vou next time for the 
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«NOT BAD, EH? 


OK, so maybe using a cash dispenser machine takes 
marginally longer than turming the page. But noi much, 

You can apply for a BarciayPlas card the moment 
you open a BarckayPlus account. 

And you cam use your cash card im over 3,000 cash 
dispensers all over the country. 

So you can get at your saving amy time of day, 
sepen dajra wecê. 

Of course, qo also pet a healthy rate of interest on 
ONE SAQUINES. 

Not to mention a free regular magazine and a free 
acoomnt opening pack, 
Fou cam upena BarcayPlus account 


YOU'RE 


- as if you're between 1á and 18 year old, 
BETTER OFF Just pop mio any branch of Barcas 
TA Ê EK I N ( TE ) ttth om” SAUNAS. 

| - Pe give you the full details and 

j I in ei À have pon sorted ontina fiash, 
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REVIEWSin FRONTLINE are printed for two purposes: one, so that you | 


the reader can enjoy a fairly full desenption of games that you have no 
intention of buying. Two, so that, having enjoyed the description, you 
might decide that you do wamt to buy the game-after all. The primary 
function of a review magazine like CRASH is undoubtedly to enable you 


to make sense of all the brightly coloured little boxes on the dealers 


shelf, and ta choose which ones you actually want to part with money: 


for. | also think that it helps to circulate ideas and a general awareness of 
the computer gaming scene to ada to your enjoyment ot the hobby, | 
always prefer reading bad reviews, but for utilftanian purposes — that is, 
deciding what | want to buy = admit that the good ones are more useful. 
Amd it has octasionally been the case that | ve bought a game on the 


strength of a review to be disappointed in it; it helps to know the 


reviewer's methods and criteria. And so, for your own information, | shall 
Games ate sent to me through the CRASH offices in. Ludiow to my 
home in Oxiord, sometimes weeks before | have to write the review, and 
sometimes days. No matter when they arrive, | always try to have at least 
| two sessions on-a game. Often, ifl like it, and | have a lot of spara time, | 
play it much more extensively for tha emo e Alb ofit. Hagame has 
extremely complex rules and lots of reading material with it | try not to ba 
irritated by the extra time that entails, and remember what a delight it 
would be if |'d actualky paid for the game. Software which arrves with 
instructions covering the back of an inlay has my sneaking sympathy, 
| although | try to suppress ft. 
However, | do want to be forced to waste my time with a game, even 


if | don't enjoy having to plough through lots of salutory Dackgrouna 


material, À game which forces me to piay for ten hours when | really only 


have two to spare has certainly got something going for it. Some games 
are impossible to play for more than an hour, either because | finish them 
on my firstattempt (that always has me pulling out the plug) or because 
they're desperately boring. | usually-go back to the desperately boring 

ames a day later, to see if they improve upon acquaintance (several 
have, quite significantly); some just get played tor another hour. 


it's much easier to write a review of a game I've played extensively and 


anjoyed. The most difficult reviews to write are those of games which | 


can-ses are good but which | don't like or enjoy myself. | don't entirely 


subscribe to the view that revisws are necessarily a reviawar's personal 
opinion. | hope | can see that some games which do not appealto me at 
all, and which | would never voluntarily play, have lots of strong and 
mteresting qualíties which readers who like that sort of thing will enjoy. 

| at's why my revigws ara Pp ominantiy descriptive. | give my opinion 
very mugh 'for what it's worth", and try-on the whole to letyou the reader 
understand what sort ofa game is on offer. But that doesn t mean that | 


don'toccasionally enjoy doing a really bad review ofa game thatl cant | 


stand ... and | hope you enjoy reading them. 


THE MORAL DILEMMA 


Last year the question was raised in FRONTLINE FORUM about whether 
it'smorally justifiable to base games on war, The correspondence raised 
“strong feelings on both sides, |t's an issue which probably has to be faced 


by any thoughtful wargamer, and is worth further discussion, 
However, this isn't the place to debate the absolute moral issue of 
whether war is ever justifiabte. The universal moral standard, that is 
always met — though never fully obeyed - in every society, condemns 
“cefending one's immediate circle from danger; and ithas to be true that 


| | | with Philippa Irving 


extension of the principle. 


“sanction something intrinsically wrong, Hit mere intrinsical 
altered; and most w 


writea book or an article about it. h doesn't follow th 


TLI 


this overrides the killing of another person, and does not categorise fl as 
the murder which the same code forbids. Whether individuals chooss to 
rise above this distinction and categorise all killing as murder doesn't 
nn inhuman conscience is there, and that's 
why many sinçerely good people have felt comfortable with the concept 
(and indeed the experience) of going to war. 
“So much for the iresolvable; the issue we're interested in is whether 
buying and playing wargames implies moral agreement with war in 
general is intrinsically wrong, or has nothing to do with the matter. Can 
vou be an ardent pacifist and yet enjoy a game which simulates closely | 
a historical battle? Or does such a game inevitably imply some sort 01 
acquiesence in the fact of the battle? Should the large-scale siaughter of 


| E tanas of men (to put it emotively) be used as the background for a 
| game? 


The attitude of mind impligd Inthe last question (one that's quite often 
ralsed, especially in connection with games based on recent conflicts like 
Falkiands 82) is thata games of necessity a trivial thing, because games | 
are played for pleasure. Most mental activities voluntarily undertaken are 
undertaken in the expectation of pleasure. Ifyou read about the battle of 
Waterloo under duress, it is because you are doingitaspartofa school 
exam, l you read about it for any other reason, it is because you are 
interested; you mean = ifyou're honest = that thinking about it and finding 
out about it is enjoyable to you. If you decide to take history as your 
subject unia colisge, you doso at leastat first- because you 
think you're going to enjoy history. Two years later, as you plough 
through the book on Waterloo at half past three in the morning, you may 
not see it like that, but basically your pursuit of knowledge about 
Waterloo is for your own enjoyment. The research historians who wrote 
the book presumably galned pleasure from it, tão, but nobody would 
rBasonably suggest that because people enjoy leaming about, thinking 


| about and even imaginina the battle ot Waterloo = a mater conceming 


the deaths of many men = that books about it are wrong. Logically this 
means that every unpleasant thing that has ever happened ought to be 
hushed up. dos 
The fact that we have a game based on the batlle is merely an 
. Those who play miniature Wargames often 

have a genuine and elaborate historical interest in the subject, and so — 
sometimes — do those who play computer wargames. But it would surely 
be wrong to think that a serious, grown-up historical interest would 
This holds trug so long as the battle or war is a fact, which cannot be 
st wargames based on past wars are extremely deadpan, 
dry and factual. They reduced the experience to numbers, to a greater or 
lesserextent. fa particular game does not have a two-player option tis 
more often because of memory restrictions than any bias to one side, 
Even the potentially unsettling Falkiands '82 was an unemotionaland dull 
E game as could be imagined. RE | 

seems to me that wargames start to wander into dangerous territory 
when they approach the ideological: when they assume an inclination 
towards one side. Fantasy games irritate me in this respect, although of 
course they bear no relation to the real worid, tis always the straight- 


| limbed, clean-living humans from the south batiling against the black and 


twisted evil ghouls from the north. On the other hand, people have às 
much right to write a game abouta political opinion pie bode have as to 

| | ut it. Rodo attheactof playing 
the game will imply acquiescence with the view, any more than reading 


to-do with agreeing with Or disagreeing with wa ch 
aseparate issues from wargames as itdoes from books describing wars. 


| Itis merely a different way of exploring the same material, 
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DREADNOUGHTS AT 


JUTLAND 


| Producer: o id 59 Chestnut Road, London SE27 


Author: W G Munro 


Price: £14.95 (mail order from producer) 


The company which produces this 
game, Soecsim, describes itself 
as 'an extremely small operation' 
with one previous game — Carriers 


| seenthis 


sold to a f customers, their 


enthusiasm spurred on the author 


to arena amore ambitious pro- 
joughts at Jutland is 


«Ao at the material tha 


| prod ed inan Inevitadiy 
asi fashion, it |s encouraging to 
see that for once an amateur con- 
cem has taken the trouble to pro- 
vide the gi [id add of full 
Jutiand comes with a substantisi 
photocopied 21-page manual. 
The mechanics of the game and 

details about the ships 

are well described, but there is no 

| summary of the battle itself. 

| Although one can glean a fair 
amount of information about it 
from the rest of the material in the 
book, this is à serious omission. 
The: author is clearty adiando a 
able on the subject; he oug ppa 

| have indulged his knowie 

| conde form for the benefit of 
ignorant piayéis like myself! 


far as | can gather, the battie 
face on May Jtst 


of Jutland took | 
and June 181, 1916. The First 
| World War has never been any-. | 


ob bo id still exists in the 
at oa a unjus= 


tifiable hologaust which c not 


tobere-enactedasa DW= 


ever, soa-batiles are ncia 


the mud and squalor of the 
trenches, and it was in the First 
World War that machinefirstreally 
fiador 
inas were more 5 
than the new 'superships'. The 


first 'Dreadnought' was launched 


in 1906, the invention of Admiral 
“Fisher. By the time it went into 
| actual combat it had been mod- 
igd into the batilecruiser — à 
design which religd on heavy guns 
and speed rather than armour, the 
theory being that a ship which was 
fast enough to get out of trouble 
| qua was ata greater advant 
one which was simply thi 
skinned. The Germans also pultt 
batilacruisers, but they had fewer 
uns and were better protected. In 
atile, 
successful design. 
Dresonoughts at Jutland 
recreates what the designer 
| describes as this 'exhaustively 
"analysed' batila. A preliminary 
Inok-at the rulebook is enough to 
make it clear that this is a game full 
of grim technical detail, aimina at 
accuracy rather than playabilh 
Games about naval battles seem 
| to me to be either fatuous and 
shailow, or overly technicatand 
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proved to be the more 


machine simulation oriantated the 
only game that | can think otwhich 
strikes a balance batween the 


| extremes is Silent Service. Dreao- 
at Midway = to its credit. | haven't 
butalthoughitony | 


noughtatJutiandisnota machine 
simulation — there are no buttons 
Pb and no controlover com- 

bat = but it certainly relies on fac- 
tual accuracy, and focuses atten- 


“tion on the ships rather than the 
batia. 


The player is glven a choice. 


| between controlling either the 


AE or German Ts E so a 
forces are divide: 
under the command of mi 
Jellicos and Vice-Adrmiral Beatty, 
and subdivided into squadrons — 
the basic units of play. There are 
e gi the British side, 
of battlecruisers, which 
with Individually and do 
most ofithe fighting, light cruisers, 
which have no offensive capacity 
and are used mainly for reconnais- 
sance, and destroyers, which can 
onty fire torpedoes. Squadrons 


contain only one class of ship, for | 


the sake of simplicity. The light 
cruisers and destroyers are 
anonymous, but the battle cruisers 
have names and sets of statistics. 
Each squadron is under the com- 
mand of a fiagship. 

The tum sequence starts with 
movement orders, given to each 
squadron rather than to each ship. 
The squadron can be ordered to 
change RREO, py mean e 
Eb bearing and spe R 

ting. The maximum speed of each 
ship inthe squadron can be disco- 
vered from the information screen 
that can be called Lp at any time, 
and although a squadron cannot 


ba ordersd to travel faster than its | 


flagship's Hapaiped speed, the 
an be O the 


speed can | 
capabilítias of contain shpsinthe 


convoy. Maximum speed is one of 


“the things that ships lose rapidly 


id they are damaged, and so it 
pa ships to lose sight of 
their th igship and fall behind. 
gepingasquadron together, pér- 
calar intow visibility conditions, 
isoneofthe most pnportam tasks 


| “inthe game. 


The main screen is a stylised 
view from the idem af the fageio 
of the squadron currently un 


consideration. Various preces of 


information are displayed in a 
basic fashion below the pictorial 
viewscreen: the time of day, the 
direction of the view, the current 
visibility, plus the course, spesd 
and position of the ship. The 
screen shows a visual represent- 
ation of whaican be seen from the 


bridge, with reference, largehy, to 
“other ships. The player can choose 
tolook with the naked eye, orgoto 


two further degrees of magniífica- 


tion representing binoculars and 


telescopes, Ships seen ahead are 


| identified by name, E visible 


reckoned to be good enough. 


| Whenitis not itis up tothe player 


todecide whether the ship in view 
istriendor fos. There are no visual 
cluesgivenin the rulebook, so this 
judgementhas to be based on 
experience. : 


the map — —orthose, at least, whose 
position is known=is plottedona 
graph, and a reading of this ptotis 
available only at 15 minute inter- 


| vais. While | accept that the plot. 


toók time to prepare, and that it is 
reasonable to expect ta have an 
update only infrequently itis frus- 
tratingnotto beabie toreter tothe 
last plot while waiting for the new 
one. Lalso found it difficultto make 
sense of the information ilus- 


| trated! itis not at all clear what 


represents what on the on-screen 


E el are five scenarios to 
choose from, even though the bat- 
te lasted for no more than a day. 
Three recreate particular incidents 
in that period, one allows you to 
play through something that might 
have happened, and one, natur- 
ally, allows you to altempt the 
antira confrontation. Solemn 


realism reaches Its height in the 


scenario “Night Action", which 
sounds almost unbearably excit- 
ato 'because of the very poor vis- 

Dility it is quite likely thatthere will 
be little or no contact or action dur- 
ing this scenario . . 

Combat takes place automati- 
cally when enemy ships are within 
range of each other, and itis dis- 
played visuallyafterthepiayerhas | 
entered movementorders. The. | 
chances Of hitting tha enemy are 
influenced by vanous factors, 


| including the visibility (which can 


be affected by the ship having to 
fire into the setting or rising sun) 
and the gunning ability of the par- 
ticular ship. Confusinaly, hits on 
the player's ships are shown from 
the enemy's bridge. H visibility |s 
poor and the ship cannot identify a 


target, the player |s given the 
| chance to stop tha attack. 


Lesser ships — the light cruisers 
and destroyers — are either sunk or 
afioat. The battlecruisers, on the 
other hand, go through a complex 
damage sequence before finally 
sinking. Their gun turrets can be 
knocked out, reducing their effi- 
clency in combat, their maximum 


Alarger selection of letters than usual this month, thanks to the extra | 


space available in this FRONTLINE 


|. Sometimes, due to the 


usually ungenerous page allowance accorded to FRONTLINE, the 
FORUM gets squeszed out altogether. Just because, one month, 


youdon'tses any letters appeari 
want any! All your letters are r 


turns up in print. 


youmustn'tsuppose that | don't 


Tand filed, and you might be sur- 
| prised to see that something you sent months ago unexpectedly 


| welcome letters on all strategically-related topics. In fact, | wel- 


come ia on any su 
Pd be 
m, and, with 


even 
a 


by related to computers or 


INE supports strategy gam- | 
major companies like the old 


'pulling out, such support is badly needed! 


THREE POINTS 


Dear Philippa 

lhave followed FRONTLINE for 
twovyears now, and lhave decided 
thatit is timeto write to you. Basio- 
ally [want to cover three points: 
DIFFICULTY: All games are 
difficult when first played, butonce 


| cracked, po become easy. | 


believe that the thing thatmakes a 


| game worth its.money |s the span 


times “cracking' di 


oftime between the day you buyit 
and the day you crack it. Some- 
can be soon 
(Tobruk—four daystoritcanbe | 
months (Rebeistar, Level 8-four | 
months). What | would like to ses 
in future-games are difficulty 
levels, or a generally harder game, 
After all, wargames have been 
going around for three-to four 





speed can be reduced, increasing 
their chance of accidentiy break- 
ing away from the squadron, and 
| general damage progresses 
| through five stages from nil to very 
heavy. When a ship is damaged, 
the er is given the option of 
| detaching it from the squadiron. À 
dam d ship slows the squadrón 
down, but getting nd ofit when its 
Jm ua ara large reduces the 


The range of reality factors 
Tulepinned” is very great, and 
know that mary people get satis- 
faction out of that for its own sake. 
While! like to see complexity in a 
para of this nature, ft is not 
to make it enjoyable to 
play: found very dificult to get 
am 'satisfaction out of playing 
ts at Jutland, as a 

ie it lacks atmosphere 
and excitament, and as a game it 
Is not interesting. 

On the other hand, | realise that 
some people willenjay the histori- 
cal aecuracy more than | am able 
to, and there has certainly been a 
lot of thought, research and 
knowledge putinto a game which, 


a e and us players mustbe get- 
ng better to some degree. 
BIGGER: With the advemt of the 
128's, with the exclusior of the 
+83, doy ou think areas could 
be oa include speech, better 
artificial intelligence and 
Eb di enhancing functions? 
o vou believe the 48K still 
rasarot to play in Spectrum war- 


Bor We wo" ve had GAC, PAWandthe 
3-D Games Maker, do you think 
wa'lisesa wargames utility? per- 
sonally don't see why not, and I'm 
sureyouanda reat number ofimy 
| tellow wargamers would agree this 
| would certainhy help boost the 
| admittediy low volume of Spec- 
trurn releases. The on [raio Is 
that the market could 
with bad games, but |'m sure one 
ortwo might be good, andas | ses 
Hthat's all we'd need. Also, it 
would help the players make their 
Own games; to implement their 
| Qu ideas, Or design a game 
where another gama f short. 
Anyway, now that s ofimychest 
can wish vou luck in the 
FRONTLINE and hope you win all 
Edir campi As. 
Briggs, Grimsby DN36 
5BT 


| The difficulty of a wargame is 


A BRIDGE 


| Dear Philippa 
Hound yoursumming-up of 
Pegasus Bridge very informativa 
and entertaining and will be look= 
ing out for it in the shops (hope- 
fulhy). IF not, Iwill have to-fall back 
on Agge er errado Vicheck 
out your rating then 
This wargame particularly 
interests me as | would imagine 
there arenot many ofyour readers 
who took part in this cperatiorand 
tis a very vivid memory to me. 
You mention that the program 
| has some ground troops reset in 
position. imagine these consisted 
ofan assault force of six glider- 


| mostgive 


for an amateur production, is well 
presented. You will, lhops, be able 


| totel from my description whether | 


this is your sort of game. 


Presentation 78% 
AH parts of tha program run 
smoothly, and the documentation 
5 unusually good for an amateur 
game 


Graphics Pedi 
The views from the br 
reasonable, funcional ul The 


| plots are difficult to decipher 


Rules 879% 


although there's a lack of bróad 
background 


Authenticity 


Convinging 


OVERALL 69% 
A working modelof Jutiand, which 
some players will find intrinsically 


| Detailed, clear and ample, 


88% 


“more Mini than others 


DR topo beu: solvad! War- 
games aren't quite as Higldy 
'finishable' as adventures 
the chance to bet- 
tory — but it's a great 
niment to achisve a 


pr ane 


reason why variable difficulty 
levels are to be commended, 
“especially if the way that victory 
| is made more difficult is imagi- 
[would like to seo bigger war- 


improved is outwaras. Sady, 
though, | don't think It will hap- 
pen: ils a time since I've 
even seen a 12 margem quina 
sent for review, which = when 

you consider that only 128 Spec- 


| trums are on sale now = Is à very 


discouragina sign. 
Now two letters on a subinet 


TOO FAR 


loads of 2nd Oxt & Bucks who 
essa tanded their gliders around 

ns aço asus bridge at the dead of 

tand captured the bridge 

dade of the main body of th Air- 
borne Paras who were to reinforce 
this-small group. There nao a 
counter-attack by a small g of 
the enemy who came up th e ver 
Ome by boat before the paras 
arrived but this was beaten of by. 
Anti-tank weapons. 

| hope Il haver'tbored you with 
this butirom account, 
Pagasus Bri does sound 
interesting and authentic. 

Fam more into adventures than 


Author: Ken Wright 
Price: £9.95 


This: |s the second game that I've 
reviewed in FRONTLINE which 
deals with the famous Normandy 
landings, and last year | dealt with 
a Commodore game in ZZAP! on 
exactly the same subject. Itseems 


| thatthe Overiord campaign, when 


the álltad forces swept across the 
north coast of France in a well 
planned but not often well coordi- 
nated effort to liberate Europe, 
captures the Imagination of war- 
game designers. H'was the largest 
amphibious assault in history, it 
was the turming-point of the war 
that means most to us today, and 
the dramatic nature of events 
make it a perfect template for any 
wargame, 

Thecampaign had! beenin plan- 
ning for overa year, and was 
launched with five amphibious 


wargames, butthis is one | must 


try. Sincerely hoping Lam notyour 
oldest reader, | 
Mr D Drummond, Clacton-On- 


Sea, Essex COI6 TDG 


Dear Philippa 
| lread your reviewolPSS' 
| Bridge in the Amas copy of 


CRASH magazine. This game 
seemed the best of the bunch of 
Spectrum watgames that have 


bean released recanto but after 


quite extensive playing | find that 
your review is uninformed and you 
probably didn'teven play the 
game night through. 

At the end of the game a 
scorebosrd flashes on screen and 


| gives a listing of bridges captured/ 


held/destroyed and a final points 
total for each army. All this is on 
screen for about FIVE SECONDS! 
and then the screen goes blank. 
is impossibla to read so your 
gfforis have been futile, because 
atthe end of the day you don't 
know if vou have won or lost! This 
E probably the games biggest 
fault but you failed to mention it. 
Armoured and artillery units are 
impregnable. Even though their 
units are small, any amount of fire 
power, alr strikes or naval bom- 
bardment can bes unleashed on 
them and it still falls to even 


| -serateh their paintworke. 


The third major fault is the non- 


appearance ol certain airborne 


units, Sometimes they come into: 
play but on other games (playing 


the German side against the com- 
puter) they don't. 


Perhaps in future you could 
playtest the games a little longer 
as there is not a plethora of war- 
games released each month, and 

put less emphasis on packagina, 
Eine cana and rulebooks. 
The game Itself is what is impor- 


| tant. 


David Eltringham, Cleveland 
is T5185PJ 


For my normal methods of | 
 reviewing see the article else- 
where in this issue, but | must 


nee of sorts over 
Pegasus Bridge. The copy 


catapulte: 


OVERLORD 


' Producer: CCS 


ned to their Own 
— baçked up by 


forces — assi 
landing beach 


: ires airbore divisions: Itwastwo 


members of that airbome division 
who first touched at midia at 


they were both 
eras out of the 
cockpit, This first contact was 
rapidty followed by waves of 
trodps flooding onto the beaches. 
The American divisions found 


so pes 


| themselves scattered and uncoor- 


dinated; unable to concentrate 
theirattack force at any one point, 
they ended up fighting 
haphazardhy wherever they met 
resistange, Ilronically this disor- 
ganisation probably contributed to 
the success of the assault. The 
enemy was unprepared and con- 
fuged, and was unable to discern 
any pattern in the landings simply: 
because there wasn'tone! 

By contrast, the landing of the 


British 6th Airborne Division betw= | 


gen the Orne and Dives rivers. 


which | had contained a very 


obvious bug which tended to 


crash play 1 1=ifl remember 


correctly — | tried to attack with 
more than one unit at a time. | 


puzzled over this for some time, 


and | knew that my copy of the 
| requested 


| game was 


another. ft arrived a day betore 


| the copy deadline and wouldn't 


Ê NE aitogother, | wrote 


| my rule to play any game to the | 
| bitter end 


at least once. 
PI 


= = 


Ma mm, 


= di mt o SO ES ST — 
























MATTHEW STIBBE outlines a few simple 


| to the design of a wargame from 
| initial scenario through to the finished articie 


“THE ADVENT of computers has meant that wargames can 
“enjoyed without recourse to rule books ór dice, Gar asi Foo 
| and Annals of Rome have sold as well as arcade games, in Sing tuna 

| interest in wargames. The spirit of the dedicated warg: 

inside those games, however: as Basy as they are to play, S 
inside the computer there are as mriariy. Ser GTS a ay tbi op 










oo js ini seems, rea with lia 






“The first ea o is to decide whief 


em [JE E Cnetá ja] 


um 


past, though: they can just as easily be set in some im 





E 


sd 


wargame |s sli 
doesn't necessarily mean it must have a definite enchor point in 
However as What would have do ig it Hitlerhad. raros England? 
rp ar “Whatif PAR! ce o ae 

the game would be unbalance: pq 
ils noi nando a good test of the player's abilítio 
from an accepted reality level. bar a 


pn 
4 
re 

] 
b 








From the Basteniling aulhor ol ARNHEM, RT Smith 


DESERT RATS 





| COM pi se pri 
is whether the game: hriloid sunt lo the real historical situation if the 
player issues the sarne commands that were “at the time. 
| gre are several ways of implementing a wargame, and the next task 


war — the are available to the. player are battalions. 
These small units Of about 800 men were the best c t 








| emory ta remember where they all are! The war itself was a 
pit of small scale actions, and to use larger 
| completely taken away any tactical control of the war, 








eo unnaimElay atary one time aid ta ta bj 
| human memory they can be given orders at once to be exe 
sequentialy. 


In'my latest game design of atactical level set in modem Europe; lhave 





unit tó which an order can be given. : works at a divisional 





À Viaiand 
game. As a resuh, designing a computer tesao is “Bs 


“This does not mean that wargames. must be set in some sohool- book | 

maginary future such 
as the games that simulate à hypothetical war in Europe; although Bo 
the player against a simulated real life situation, di | 


ER pe to ftacontinent on the screen 


E] goi are ooo qto neo a 


| derived the strategic and political elements oft 


s to decide what sale to Use. In my first game — based on the Vislnam. 


Pe ar to work out their moves, and 
Units would dad 


| strategic simulator. Even so, using battalions means that there will És 
about rot mar 


apted tor platoon-sized units (about 30 men, or3 vehicles) as the smallest 
Eastem Front 











* Filenanes BLTRMA Zoom ln Extrema Toon-ln Battle Display Options 
, | cm E | = - 


Mar 








Ep o ci a 





à : are going: | | 
the player wil get à general' eye View, instead of or as well as a map | 


y always begin with a proposal, which |s usually only a few sides, This | 
has two purposes: f firstly it hetps me to think Pad ado | would liketo. 





and secondly it helps me selithe game 


AN j: giving other 
san ga of what the game is about. | then expand on the ideas that 





dave cone ie prosa my dei which actual says how the 
iined in the work, E | 


€ Change, “get added or dr For. 
“instanes, Pad AbedhegarçA 


things that | 









oposal for tactical 










the use oft airpower. nto y when | had worked out thata tum 
should last only 15 minutes and th &, a whole game no more than 3 
hours (in game time), hat | realisoe rat it would tale the length of an 
average game for the aeroplanes to arrive. This had the useful st petiect | 
a a uipment that | 
maderm armigs have, so maki da pres agua plex to play and. 
program, On the other hand, w 18 use oftactical 





airpower evolved to the : 
airpower to be assigned to actual units, or Sesapi missions (like 
bombing North Vietnam or the Ho Chi Minh trail) as ; 

being aerial artiliery. 


Ônce you 
Vo dE AA rat 








Sara ubject that | can, and at the moment 
shalves are filed with Vie books. General emiliary 
useful, for instance Von Clauswilz's On War aodii a fase 
military strategy. General books and magaz bout 
also useful reading, for instance Jane's Dol cê Weekly. 
playing board and computer wargames gives a good idea óf what can 

done, and what.can be improved upon. 

“Once | had an idea of how my Pla, ti ár dr began my 
search proper. [had three histories of 











called The Vietnam Dra 


DREADNOUGHTS at | JUTLAND | 


(HMS Lion as she appears in the game) 
A SUPERB SIMULATION of the WW1 naval clash 


* all 64 capital ships individually detailed 
x 2-player and solo (British or German) play options with 5 
scenarios and 5 difficulty levels 
[14.95 incl P&P from: SPECSIM 
59 Chestnut Road 
for the 48k Spectrum | London SE27 9EZ 


sem SE UE E ee 


mea ses | pi, 





a aa ado Sig TD es = 


s L think it shows the way that | 
simulator in which 


eh the ida design allows for | 
osad to simply | 


ava à geerl ida about what tre geme wiki, and. 
15º ta researcirtie acanaro. | Usually | 


moment my 
reading is also | 
is study of | 
tar ry affai sra [= 
T a T | Jiti Et 


Vietnam mar, from wfich || 
he game, anda hugebook | 
ar of Battle which cost a small fortune but which | 
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MICRO GAMES ACTION 
BUYS AT GREAT NEW 
AGGIE PRICES 


up to 20% off FULL-PRICE games 
including p&p! 





SPECIAL DISCOUNT OFFER 
| would like to order the following game(s) as they're at such fab and 
groovy prices thanks to Aggie's sudden burst Of generosity. I've listed 
below what | would like and I've enclosed a cheque or postal order for 
the correct amount, made payable to NEWSFIELD LIMITED. 

Prices include postage, packing and VAT inthe UK. Overseas Orders: 
please add £1.00 per order for Europe, and £1.50 (normal mail) or E2.50 
(air mail) per order for all other countries. 


PLEASE DESTA SM AecESs ACCOUNT |] 


[wish to pay by Visa/Access (delete às applicable) 








Signature Expiry Date 
Please Charge My Account No: 





MAIL ORDER, PO BOX 20, LUDLOW, 
SHROPSHIRE 5Y8 1DB 





AND THEN THERE'S... 
ACE Plascade Games ET DO (48H), [796 [128] 
ANDF CAPP Mirmorsok 27,85 
ARRANHO - REVENGE DF DOH Imagine VE.40 cassene, E 4185 disk 
ATE Digital Integration ET as 
BASKET MASTER magra 25.40 
BEDLAM [128 Oni GO ET 20 
BLACK LAMP Firabiro Prod 
BLOOD VALLEY Gremár Graphecs 27,09 
CHAMPIONSHIP SPRINT Electro Dragens [7 68 
COMPENDIM Gresmbr D6.40 
DAN DARE U Yrgn Games 28.40 
DEA THOR GLORTCAL E7.20 
Eremiin Graphics Ba db 

DRM LER Incentue E 11.95 cassulte, E 14.40 disa 
DALIO E Fretord 26.40 
EFE Prem ET Os 
FEDERATIONCEO. 17/26 
FIREFL Tr OceanSpecal FX PR AO camseite (1105 deh 
FL FINO SHARK Firsbird DE 40 
FRIGHTMARE Cascade (Games E Gs 
GARFIELD Tha Edge ET 20 
GRFZOA Ocean PE.40 
GUNSHIP MicraProsa [7.05 cassecie [10 90 chok 
THE HUNT FOR RED OCTOBER Gra Slam [1105 
HYSTERIA Software Projects D5 40 
IR + Systém 3 27:98 

HARRIORS Elio [7.20 cassetto, 210,40 disk 
IMPACTASL E7 Ba 
INSIDE 


OUTING The Edge L7.20 ] 
RNHENTMARE Acoison [7 GS 
KNIGHT DRC Raro [1.95 
LOADS DF MDATAMT CAL [795 
MADBALLS Ocean Tod) cassene EI ME qk 
MAGNETROM Frobry [8.40 
MAN 4 Grecnbr Graphics CRS) 
MERCENAR For: ETs | 
MEBUL US Hamas DA. 40 ] 
MORTRS AR Eremir Orapives DEMO cassete, 210,40 disk 
OUT RUN US (odd PESO 
PHANTOM CLUB Cosan Es 40 
PHM PEGASES Eleckoric Ário 27.2) casseite, 11,08 deh 
PLATE NUcuar 17 3 
PREDATOR Acivigon T7 58 

PSTOHO SÓLIMEA Ocean CE di) 

RAMPAGE Act mon Er Sa 
RASTAN imacene D5.40 cassene 91/95 chok 
ROADIVARS Melbourne Hoiso ET.20 
ROLLING THUNDER US Gold 25,40) 
AFGARUS Goto Tá .g0 
GCRUPLES Virgin (camos ET 05 caguidto €11,05 dek 
SHACALED US Golo 7 20 cassetra, É MOLA) coisa 
IDE ARMS (HM ET 20 cassatta, 210,40 isa 
STREET HASSLE Moltouro Hougs 28.40 





STAR WARS Dom 
SUPER MANG-ON Actresion CT 90 
TELADON Cxestirry 7 PD 
TETAIS Mircegolt PE dO caserna, 190,40 disk 
TRANTOR = THE LAST STORMTADOPERGO Es sb 
WINTER OL FMPIAD Tynasort DE. dO 
WIZEALL Oca CO dO 
PET Destiny E720 


mn 
a 


TOTAL 
| PAYMENT 
ENCLOSED £ 





THE DUCT 

Eoorm pour way through a 
network oÉ tunmels im your 
buggy avording the myriad of 
hazards lhal race tómeel you, 
beware the Aliens and bharriers 
that move around the 
circumierence of the DUCT, 


THE FINAL MATRIX 

Brave Nimrod, sentona 
dangerous and apparently 
endless mission to rescee 
other Bioptons imprisoned on 
lhe sinister Matrix prison 
network. 


HOW O R-10, MUCH FUN ' 
BE CONTAINED IN ONE BOX? 


A colossal 
compilation of original 
gameplays and unique 

challenges brought together in 
one classic collection of action, 
np: humour 


AUF WIEDERSEHEN MONTY 
Lybrg how in Gibraltar, poor 
persecuted Monty Molr's 
whereabovts have been 
Leuhed Lo Intermole”, who are 
in hot pursuit, 


THING BOUNCES BACK 


A quick hand and | dogged 
determination are needed if 
you're to get anywhere with 
Thing, as Gremtin's springiest 


star bountes back in a rem 


Gremlin Graphics Software Ltd,, 


Alpha House; 10 Rós Breet, Sheffield E 4FS. 


MASK 

Join with Lhe forces o! MASK, 
skilfulhy commanded by Matt 
Trakker and combat Lhe 
villainous VENCM in their 
quest for domination of the 
worta, 


BASIL THE GREAT MOUSE 


DETECTVE 
Will your powers of deducion 


be enough to enable Basil to 
rescue Dr Bawson from lhe 
villainous clulches of 


Professor Ratigan? 


and entertainment. 


More fun...more excitement 
than even the most dedicated 
gameplayer can handle at 
any one time. 


 DEAMAWISHS WISH 3 

Moderm day vigilante Paul 
Rersey wrcaos hs cen form ol 
revenge on the scum and filth 
Lhal terrorise the streets of 
Mew Fork, 


CONVOY RAIDER 

The free word dy dm perl, the 
future cl lhe country les in 
your hands, frighteningiy 


pomertul weapons are al your 


disposal and imperant 
decisions must be made, 


ud al TH IM AN 


JACK THE NIPPER No 
COCONUT CAPERS 
Hanidied Ló Australia, our 
Favourite Bite horror jump 
plane to fara in decpes, 


“darkes! Jungleland. What 


Havoc he goes on to create bo 
limited cmly log penar 
imagination. | 


SAMURAI TRILOGY 


Hon ape tn velhich honor was 


trevered a class ofwarmors sel 


Ihemsclves apart to dedicate 
Uheir lives to a pertecton in 
combat and discipline cf mind 
lhal became a religion. 


BELLE 

Blanton vn troaggh hnfináto 
hevela o! high apeed space 
actlon, penetrating pour | 
enemies cuter defence spolem 
Lo regch and destroy the 
POLONM mothership. 











RE-BOUNDER | 
Armed to he teoth; challenge | À 
lhe might 0F the meddling 
overterd, to return doa happy. | 
gu-lucky life as a 

E..B..Bounder, 


Screen shots [rom various formais. 





BEST GAME 
DRILLER 
incentive 


HEAD OVER HEELS 
| Ocea 


n 
EXOLON 
Hewson | 
With one in five E ou naina (o centive!s 
innovative eye opener, Drillerswept the board 
-but not without a challenge. The Jon Ritman/ 
Bernie Drummond game, Head Over Heels, 
came a very close and respectable second 
with 16% of the vot 


TIA 
4 = 


vote. Rafíaele Cecgo's first 
terpiece, the tremendous, attrac- 

d playable Exolon, brought up the rear 
with a cradible 8%. | 


BEST PLATFORM GAME 


UF WIEL EMHEN 
Gremlin Graphics 


ngame seems to be a dying breed. 

thatisn'ttosay we didn'tget some 
às during 1987. With a tremendous 
nin 5 Auf Wiedersehen Monty just 

eltowing only 2% behind was the 

nie Bobbis and again com- 


ii di É Ju om, The Same 8%, due 
Hewson. 


EXOLON 

Hewson 

WIZBALL , 

Ocean 

Withacombined vote of 57%, Hewson 25 
dominated the shoot 'em up arara 
came down to pure mindiess violence Zynaps 
| justhad to come top, with 34%, Exalon= 
always tha bridesmaid never the bride — came 
anotable second with 23%, while Ocean's'| 
Wizball received 6% and third place. 


|BEST ARCADE 

| ADVENTURE 
HEAD OVER HEELS 
Ocean 


STORMBRINGER 


* AWARD 


After spending many an hour sorting and compiling an absolute mountain of voting 
forms, CRASH proudly presents the definitive Spectrum software awards for 


ADOTE.» 


M.A.D. 


US Gold 


No surprises here! Not only is it a favourite in: 


the CRASH offices, but Head Over Heels also 


gained a 26% winning vote in this category, 
proving its popularity throughout the land. No- 
one else came even close: second place 
Stormbringer had 7% and the arcade licenca, 
Gauntiet, came third. 


BEST SIMULATION 
GUNSHIP 

Microprose 

COMBAT SCHOOL 

Ocean 

TOP GUN 

Ocean 


You all had your minds made up oh what was 
going to win the Best Simulation award when 
vou filled in the forms way back in the Christ- 


mas Issue. Even though they"ve only produced 


two products on the Spectrum the American 
giants, Microprose, needed only Gunship to 

almost half of the readership (43%) voting 
orthem. Trailing way behind, but stillinterest- 
ing to note, came Combat Schoo! (6%) and 
Top Gun (5%), both from Ocean. 


BEST SPORTS GAME 
MATCH DAY IH 
Ocean 


WORLD CLASS LEADERBOARD 
US Gold 


Ra into 
igital Integration 
Match Day |! gained an amazing 82% ofthe 


vote in this litile contest — thus giving no-one 


else a hope of winning. However, the golfing 

Ever dr ne, coa ci 
appealed to all vou Arnold Palmers cut there, 
gaining 15%. After Calgary 88, Bobsieighwas 
obviously in the minds of the 5% thatvoted for 

the Digital Integration simulation, 


BEST ADVENTURE 
THE PAWN 
Rainbird 


SHADOWS OF MORDOR 
Melbourne House 
KILLED UNTIL DEAD 
US Gold 


The adventure market was very quietin 1987 
but Rainbird stillhad lots to shout about when 
they released the highly complex and intelli- 
entgame The Pawn-andso did 15% ofyou 
t don? think they were ALL Rainbird employ- 
ges). Melboume House's Shadows OfMardor 


Came avery close second with 14% ofthevote 


=Sadly Melbourne House seem to have forgot- 
ten about adventure games now. US Gold 
popped its head in with the detective/mystery 
Killed Umtil Dead in third place (7 9%). 


BEST STRATEGY GAME 


TAI-PAN 
Ocean 
THE SENTINEL 
Firebird Gold 


|can tsay thatthis was muchota surprise. Vul- 
can has been at Number One in the Strategy 
Chart almosisinceit was firststarted. And with 
PSS now pulling out of the market (see 
Frontline) CCS seems to have it sewn up. Vul- 
can got 34% afyou voting tor it. Interestinaly, 
Tai-Par and The Sentinel came second and 
third, with 5% and 4% respectively = svan 
though they weren't teviswed in Frontline. 


MOST IMAGINATIVE 
GAME 

DRILLER 

Incentive 


THE SENTINEL 
Firebird Gold 
HEAD OVER HEELS | 


Driller certainhy seems to da lê the 
imagination of the CRASH readership, Ina very 
saga o pa the Incentive game go! 
19%, forits amazing Freescapetechnique, fol 
iowed closely by Firebird's The Sentinei(15%), 
another game with impressive graphics, and 
Head Over Heels (12%). 


BEST GRAPHICS 
DRILLER 
Incentive 


HEAD OVER HEELS 
Ocean 

EXOLON 

Hewson 


Geining more than twice the number of votes 
as Head Over Heels that unforgettable game, 
Drillar (30%) again 2zo0omed to the top. But as 
taras REAL artists go (Freescape is a graphics 
generation program) Bernie Drummond, who 
drew all the cute characters in Ocean's extra- 
vaganza, must stillbe regarded as the Number 
One Spectrum artist. Exolon-= The Runner-Up 
Ex 1387 — gained a respectable 12% In third 
place. 


CRASH April1988 57 





BEST MUSIC 
TRANTOR — THE LAST 
STORMTROOPER 
| GO! 
| LIGHTFORCE 
FTL 
AGENT XII 
| Mastertronic 


| The synthesised four-channel sounds of GO!'s 
Trantor appealed to 164: 0f you. The ageing 
Lightforce and Agent X Il gained 5% and 4%. 


BEST SOFTWARE 
| HOUSE 
| OCEAN 


HEWSON 
US GOLD 


ever there wasatwohorseraes athenthis was 
bered for such hitsas Top Gun, V 7 Ee q 


Day ll, Combat Sc 
Hewson we had Ex í 


«he 1 o Ea a licensed 
oi Dainog sã in third place. 


BEST! uti = 


ilsoft's por ule seta resto cot210 
and The Advanced Ar. jocame 11% and 
' ar. “(Work that out f you 


ae ares toa E m ' 
of you voting for RAM's Mi 


BEST PBM GAME 
IT'S A CRIME 
KJC Games 


SHATTERED WORLD 
Jade Games 
MEGALOMANIA 
Phoenix Games 


Much has been said about the moral aspects 
of KJC's [t's A Cnme but it certainly created 
much interest amongst the PBM fraternity with 
er ofthevote. The immensely popular Shat- 
tared World was just squeezed into second 
place with 19% and Brendon's favourite, 
Megalomania from Phoenix Games, in third 
place with 10%, 
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MOST EFFECTIVE 
GAME 
ADVERTISEMENT 
GAME OVER 
imagine 

Palace 

LIGHTFORCE 

FTL 


So the scantily clad young lady from Imagine 
and Maria Whittaker got you Pta to tha 


o nr postes oh oney! Gam 
«Ovar and Barbarian gained 12% and 40% 


BEST GAME 


PACKAGING 
DRILLER 
Incentive 


GUNSHIP 
Microprose 
STARGLIDER Rainbird 


ig boxes were certainly the order of the day 
ne 1987. Driller, which got 21% ofthe vote, 
came complete withanovella and map model. 
Gunship (13%), in true American style, came 
with a great big mission manual and keyboard 
overlay. And 10%-of you didn't mind lashing 
out 15 pounds for the lavishly packaged 
Starglider from Rainbird, 


BEST GAME INLAY 
GAME OVER 
imagine 


tl co 


RENEGADE 
Imagine 


My-goodness that Imagine girl doesn't half get 
around a bit. As well as gainine ve ho o 


“Or -sormy we couldn't warm. ig, | 


many bad s about, though=: 


got 8%. US Gold's Masters Of The: 


verse gained, or rather attracted, 6%. The 
hardiy Super Soccer got a meagre2%. 


MOST OVERHYPED 
GA 


THE LIVING DAYLIGHTS 
Domark 

GAME OVER 

Imagine 


DRILLER 

Incentive 

Obviously, Game Overwas an amazing disap- 

pointment to y 2 al-= but Imagine did a great 

a in promoting it, As did Domark with The Liv- | 
ng Daylighits — they both gained 10% of the 

ria Was Drillernot the amazing 'new dimen- 

sion'itwas cracked up to be? It seems not. 9% 

ofyou felt that you can go so far with promoting 

anew idea, 


EASIEST GAME 
FEUD 
Bulldog 


Tooesoy said 15% ofthe readership. Perhaps 


been using Nick Roberts's Playing 
freio Feu ade, with 13%, followed 
closely and leading € hronos with 8%, (l hope 
vou Ep e ME a laser) and Barbarian 


MOST CHALLENGING 
GAME. 
HEAD OVER HEELS 


Ocean 


THE SENTINEL 
Firebird Gold 
RENEGADE 
Imagine 


Ócean 


This is the programimérs' favourite cal egory, 
torit is only now that they know for sui 
whether they got a game's playability 'just 
right'. Head Over Heels gets a second awa 
with 189, The Sentineltollows on its heeis wit 


Lightforce and. Wizban, 


MOST ACCURATE 


CRASH REVIEW. 
PRILLER 


| incentive: 


ves, we thought so too! 


LEAST ACCURATE 
CRASH REVIEW 
ARKANOID 

Imagine 

ACADEMY 

CAL 


RENEGADE 
Imagine 


Umm ..: sorry about that. 
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You'll need it!! The reflexes and powers of a mere mortal will not be enough if 
you accept the challenge of these four chart topping arcade conversions, together for the first time in one package. 


GAL | & THE DEEPERDU ncconsmars FR CE [mem Esse legions of enemies willbar your way. 
Enter a world ofmonstersandmazes, MMA FO via Dir dd & w24 However, they're not your only 
follow the paths of mystery and PR ad O = Mem te 24 opponents in this quest for food, 
combat, searching for food to a o 4 ep E Cs cid treasure and magic potions — the 
increase your health, Monsters and ONO jp PRP ao other players are also on the trail of 


GláMES 


the same good bounty. 


ATARI 


GAMES 


Cartoons most elusive 
character has finally been 
trapped in this comic all- 

action extravaganza thal 
recreates those nailbiting 
chases and the fast moving 
excitement. Overcome all 
the dirty tricks Wile E Coyote 
can throw at you with ease, 

agilily and grace and a 

haughty Beep Beep'”, 
otherwise it's sorry, 
goodnight and 


pic k “e your trilby dad trusty 
“bullwhip and don the mantle 
of lhe legendary Indiana . 
Jones! Prepare yourself for 
your most dangerous 
adventure yet. You will call 
on all your reserves of 
courage, strength and skill 
to storm lhe evil Temple of 
Doom and rescue the 
imprisoned children 
and the magical 
stones of Sankara. 


'METROCROSS potholes, a barrage of obstacles thal 
Are you the one in a million who can hinder your progress and no goareas 
think in microseconds not minutes? that bring you to a standslill make 


H so Metrocross is for you. À O , E | this race against time increasingly 
chequered floor riddled with LE Pa | impossible. 


CBM 64/128 Cassette £9.99 Disk £14.,9% Amstrad « Cassette £9.99 Disk £19.99 


ai 


Spectrum 48/128K Cissatiê 9.99 Atari ST Disk 


U.S. Gold Ltd., Units 2/3 Holiord Way, Holford, Birmingham B6 ZAX. Tel: 021 356 3388. 





FAR AWAY IN A LAND | 
WHERE TIME STOOD STILL... 


ú E 


4... À SUDDEN ROCK-FALL 


Add | THREATENS TO KILL OUR Hero Rilimamam 


E | 


— YETI AS 
CASS 7,95 DISK 2490 


+ DOMPATBLES 
o 


ATARI ST 















































| target —it takes a lot of hits to 
destroy some targets, such as 
bases. 


The Maverick has a range oÍ 

ad over 100km. The target has 
to be in frant of the ATF, and the 
closer the target bearing is to the 
ATF's heading the better. 

Land and sea forces are usually 
destroyed by one good shot; but it 
usually takes two or three hits to 
destroy factories and 
communication bases. Bases are 

tough targets. 
uming back to continue an 
attack is a slow job, so it's worth 
taking a slow approach to allow as 
many shots as possible. 


















Interceptors area nuisance. lfthe | 
terrain gridisswitchedoffahead- | 
on attack is a little easier to spot, 
buta brief burstof cannonfireand | 
a-slight turn to the left or right will 
usually deal with the interceptor 
and avoid any shots it's firea. 
There are two ways Of surviving 
an attack from the rear, The 
| simplest is to tum away from the 
interceptor. it: rs on the left 
turn to the right. The patterm of 
shots will then just keep missing. 
Thereis a distinctive pattem just 
before the interceptor breaks off, 
and as you tum back toward your 
original course you should get a 





Digital Integration's ATF, 
reviewed last issue, was liked all 
round even though It missed 
getting a Smash. And now you 
can fly further with your 
Advanced Tactical Fighter, 
using these tips from 

Luther Arkwright of North Kelsey. 
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PAVEMENT ? 







































































We can't have American words ou know about a stolen bike?” | The map will always show al shot at it. e 
inthis column! But it's too late to E Go to Germaine's house. ask friendiy and enemy forces, even Amore difficult tactic is to break 
change the name of the same question though only one or two units are across the interceptor's line offire 
infogrames's excellentiy-drawn | | al) spotted by intelligence so they can | andthenkeep turning left and right 
Sidewalk now, because 8 Gotothedead-endstreet.get | beattacked. Only seaforcesof | tillitbreaks off, giving you a very 
Stephen Pettitt of Maidstone has tha engine either side are at sea, so a cluster | close shot. This method keeps you 
already sent these tips. 9 Beat up allthe gang members | of enemy ships can be easily closer to your original course but 
to collect pieces of the bike angu Re can get you shot down, 
Find the h «ask wher ind ir - Since any enemy unit within 
À der ciano ippie, ask whereto | 90 Me de VOU pare B0kmoflhe ATF wilbespotted,a | The automatic landing system 
2 Gototherecordshop (with | 11 Asyou walk past the alieys tight cluster of enemy units |s à has a range of about 70km. If you 
two arches) and ask for three collect more pieces popa: atleta fr ane 
tickets cd 12 Whenyou'vebeatenupagang | Weaponry: 5 units of gun worrying about fiving. 
3 Find Whacka, ask about the member, always go to the bar | armmunition is enough for almost There is one hazard: badly- 
tiver “and have a drink any mission. lt is possible to carry | damaged aircraft cannot maintain 
4 Find Snake, say “The man with 13 Onceyou have every pisceof | an extra Maverick instead, but it height and speed when the 
the flail sent me the bike and two Band o Sd ci - ercarriage is lowered, so don't 
to the record -S tickets, go to the phone Dox interceptors. | RAAM is O o it till the last moment, 
e Faniho ideia E and tell your girfriend that you littla use, andsteeringitalsotums | 
tickets?" will ba with her as soon as the ATE. | Theend: ATF ends when oneside 
possible It's usually better to carry a full oranother runs out of land and sea 



















6 Find the hippie, say “What do forces, or when you've lost three 
ATFs, 

Two easy mistakes to make are 
not lowering the undercarriage on 
landing, and not noticing that there | 
is a SAM warning. 

For maximum points, save the 
last military unit till you've hit 


tuel load thanto carry a fulligad of 

| Maverick missiles. If a couple of 

anemy bases are near your 

starting point, the trade-off is 

à | worth it. Usually range Is an 
advantage. 


Speed: It's very rare for an ATF at 


full speed to hit the ground in “everything else, though be careful 
Terrain Following mode. And at not to lose all your own units. 

| that speed most interceptions are Enemy interceptors do not 

| from the front. It's worth slowing to need a base to fly from, 
down for the actual attack on the but there will not be many flying. 


! E i 
| Ê 
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From the fruit machine: r, link, load 
'DROP', drop blue passcard, |, 
pis A machine till you've 








ed two 10p pieces, |, 8, 1,1, | 
u, u, search desk, get red 

passcard, d,d,r,u,u,|, | use red 
passcard on locked door, r.d,d,r, 
u, use 10p on desk 
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F- FooLs 
R- REAPERS 


JC SHINING CuP 
SiB- SILVER Book 


It's niçe to see cartographers taking notice of the art department's 
pleas - all the maps this issue were sent in drawn in black and white, 
just right. This one, for Firebird's Dark Sceptre, comes from 5 Wallis 
of Aberystwyth (Mark Caswell's home town) and wins him £30 worth 
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Following on from Issue 49's 
tips for Hewson's Nebulus, here 
| are levels 3 to 5 from 


Steven and Gregory Brock of 
Mitcham in Surrey. 
Next month: levels 6 to B. 
Cheat Mode Motel's gone up eta, allfrom the Heavy Mob: E LEVEL 3 
| market with a new paint job (Andraw Gadloy, Danny Fox and THE TRAP OF 
E and itseems to have attracted Nie VVrIgÃt) | nf 
more quests. This month we ve They must be pretty heavy to TRICKS 
got cheats for Nebi fillup four suites RRtaf. 
| Senco!, Amaurgte and package tours! Walk left around the tower and 


door and get onto the lift. Go up 
and walk nght. Wait for the 
spinning nasty and letitknock you 





| GARFIELD 












On the fi a vour air onto the level below. Shoot the 
SYMBOL Sie hold down half ofitis actually Sol so that | bouncing balt and keep walking 
inthe word GARE Ci the letters DB Whenyou fire, your ne tar right till the end platform 
a CAPS SHIFT as en haia PM Wilgo up bur'ihe da hits |) disappeais. Go on the lftand go 
ombinati ny «Vsino thio o Set WI up. 
lo Of keys 1-5 to be at least ten id a eat you ca, a Walk left and wait at the door. 
“ou can pisóia & different screen, * Per target! When the spinning nasty comes 
Combinatior Oy experiment | near vou, go through the door; you 
“on will takes vou should fall down on the other side. 






where.) 







Go up on the lift, then walk left 
|| under the aliens and go up on the 
HR, if nothing is coming. Fall left 



















VEN YOU start the qa ali 
PR a ) and wait for the aliento move right 
and roça pe tha iminial disto, and pass above you. Now wal 
SS TIRE, Get k Strict left. 
CARS gu NE, Band Rd New game, Vidas ie Shoot the blocks, then walk left 
You now FTallat the same tima: no minal is shaded over: ca and fall down onto the HR. Go up 
Der Have Infinite lives pre 2 WON, in ey gn and through the tunnel, then 
CAPS SHIFT and the 68. Press E Viminal Wil be o, 20 YOU have diately walk loft ad é 
the level vou he number ot | completed ali cally immediately walk left and go 





| through the door. Walk left and get 
on the Iift. Go up and go through 
the door to finish the level. 


Want to get to. 







LEVEL 4 
THE SLIPPERY 
| SLIDE 


Walk right, up the steps, and jump 
the aliens when they are down. Go 
onthe liftand wait for the spinning 
alignto appear. When he does, go 
up and shoot the block on the 
night. Walk left and shoot one of 
the blocks; then allow yourself to 
be pushed back by the slippery 

latftorm and shoot the other 

lock. (Don't press FIRE while 

'ou're walking — makes you 
jumpS) 

Walk left and quickly climb onto 
the lift. Go up and enter the tunnel 
when the spinning alien gets close. 
Walk left, and jump the middle 
platform or it will disappear. Walk 
left and go up on the lift. Walk 
under the aliens on the other side 
| and shoot the block. 

Now go through the tunnel. Tum 
right and shoot the block. Go 
through the tunnel on the left and 
shoot the bouncing ball. Go left 
and shoot the other block. Go 
| backthrough'the tunneland go up 
| the steps. Fall onto the lift and go 
up. Shoot the bouncing ball to the 
right and walk onto the lift. 

When the alien goes to the left of 
the platform above, go up on the 
lift, Wait till the alien goes left 
again, then fall down onto the 
platform below and jump the gap 


ONE NEBUL AND 
YOU'RE NOBBLED! 


to the right. (This might be a bit 





shoot the bouncing ball. Go inthe | 


| the alien. 
| must run undemeath it and jump 





hard!) 
Go through the tunnel and climb 


the steps on the left. Wait for the 


left-hand alien to start moving up 


just after the nearest alien moves 


up, and then climb the steps tillyou | 
get to a flat bit where you have to 
jump the middle platform because 

it disappears. 

Climb the step and shoot the 
bouncing ball. Walk onto the lift 
and go up. Walkright and fall down 
when the bubbles aren'tnear you. 
Shoot the two bouncing balls and 
walk right, Wien you see six 
platforms piled up, jump them and 
walk right till you come to the end 
ofthe platform. 

Wait till the spinning alien comes 
and let him knock you off onto the | 


| platform below. Walk right off the 


platform and go up on theft. Walk 


| leftand into the tunnelto complete 


level 4. 


LEVEL 5 
THE BROKEN PATH 


Go onto the lift to the right and go 
up. Walk right and stop just before 
her it ques up you 


over the next platform, because ft 
disappears, Shoot the flashing 
block on the right and fall down 
onto the lift. Go up, 90 up the steps 
and go into the tunnel. Wait till the 
eve is above you, then climb the 
steps and go up on the lift. 

Jump left and wait for the eyeto 
go over your head. Jump again 


| and fall down the next gap; the 
| platform should disappear. Shoot | 


the flashing blocks on your left and 


| go up on the lift, You should get 


knocked down by a platform. 

Try getting back to the point 
where you shot the block. This 
time you have to fall onto the left- 
hand platform, and should 
disappear. Go up on the Il. Walk 
left and jump the gaps. Jump the 
first eye as it moves down, then 
shoot the left. Jump night, back 


| over the eye, then fall nght, onto 


the lift. Go up, jump left when the 
Hft stops and walk under tha eye, 
Fall onto the lift and go up. 

Walk left and wait tor the 
spinning alien to knock you onto 


“the platform below. Climb the 


steps when the eye g0€s away, 
then fall left. Walk under the two 
eyes and walk onto the lift. Go up 
and, if you've timed it night, a 
spinning alien will arrive. Go in 
when itcomes close. 

Climb the steps to the right, 
dodging the eye, and go through 
the tunnel, Climb right and watch 
out tor the eve. Wait forthealiento 
go left and follow it, then go up on 
the A. Walk left and shoot the two 
bouncing balis before walking 
under both aliens. Carry on 
walking left, go up on the ft, and 
go through the tunnel on the left. 
You've now completed level 5, 
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SsPAL 
TIME... 


Lost and forgotten. A civilization 
beyond our understanding and 
machines beyond belief. 

Ring Worlds — their purpose was 
simple. To locate uninhabited worlds and 
bleed them dry. But then something 
went wrong. À programming fault? 
Possible ... but irrelevant because 
hundreds of Ring Worlds are converg- 

; n our Solar system devouring 
erything in their path. 

DB»  Withanentire solar-system to 
explore, RING WARS features superb 
3D action depicted in the most detailed 
vectors you've seen. 

Your squadron is scrambled and 
vou call up NavCom to plot vour attack. 
Your system planet chart is directed to 


your main display while the outside view 


is windowed simultaneously on-screen. 
Multiple targets demand coo! calculation 
as vou decide which presents the 
greatest threat. 

Armed with an array of 
sophisticated intelligence gathering 
devices you can probe your enemy end 
engage. Your ultimate aim — to 
penetçate the RING WORLD diving 
deeper and deeper into its heart to 
delivêr the Killing blow. Can you escape 
before it ils vou. 


AN VE FERE | 
RING WVARS la available now freen all good sofhwere retalers and by mallorder: 
Indisate the items you require, complete the coupon and send itto: Dept RW, 
Wo O 7 Cascade Games Ltd., 1-3 Haywra Crescent, Harrogate HG] 586, Engianid. 
' i GHI 1 H EM 


or-call qur 24hr Orderiine on Ddpga SOMBRA 
pec include PER Disk JOTY [CASSETTE 
Ming rars — A cómputer gárme for the Commodore: 64. Spectrum 


RING WARS “WARS Spectrum ABRE 
RING WARS Amstrad CPC. 


— —— e. = — 


RING WARS IBM PO 


ADDRESS 


iene des Armestradi BM PO and Compatibies prod som on MarniST 
sd Amiga. Cassetlte EO:95 Disk 14,05 IST, Amiga andiBM E19,95) RE o e e e 
|ardiose cheque 'postalorder for? made pavable to Cascade Games Ltd. 
Mltermmativety you may pay by Access, Visa, American Expross or Diners Club. 


ERC mi DEE 


Plana Er eb days for delivery 
Cascade Games Ltd. 3 Haywra Crescent. | SIGNED 
Harrogate HO DB6, England. a 


Cascade Games Ltd, 
3 Haywra Crescent, Harrogate, N. Yorks. 
Pal: Ud 220325 Fax: 0423 530054 
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To celebrate the release of their latest arcade conversion, lkar WVar- 
nors, Elite have decided to offer a trio offabulous first prizes in this 
greatcompetition. On offer to three fortunate readers Sa superb day 
out at Land Rover for some puise-poundina driving action across 
theur ha ando LS j jungle track terrain, plus a copy c > the arcade con- 
versionandaT-s Phi Thirty runners-up willeach receivea copy ottie 
qame and a special T-shirt, 

Are you siting oomfortabi y? Then aliyou have to do is tus: we wam 
youto desigr vam Ajis terramvenicie lan be sam ething inspired py 
E antempor: ry machines orsome fa dpi tic creation embellished wi in 
a sealth of: ustomisa! on suitable for aten a dana scapes. Wiichever 
vou choose, it Ilnesdito be practical endughto tackle the w Ide scope 
of ear Rhly and otherwortaly lermtóries di ightencounter, There'sonhy 
ONE CO dit OM papai E vou must be at least 14 years ofageby the time 
the-great day out ármives (for NSurancae DU po ses!) 


Désia il Sm Site telél tousa 
CUSTOM ROVER COMPETITION, 


CRASH TOWERS, PO BOX 10, 
LUDLOW, SHROPSHIRE, 578 1DB, 


arrive no later than May 9th, 1986. 

pn ever, curexpertpanel of udges will decide ie winners on mer 
ot design rather than simply on: artistic talent - remember, it's the 
thought that CoLmts! 
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AVOG! AMETEORIC MAD HOUSE! IT'S SPACE AGE...... 


CBM é Tio. 


E9% 9 Cassette O 
 E1.99Dik 
| SPECTRUM 128 
| E8.99 Not 48K 
1 Compatible Mg 
AMSTRAD RA 
E9.99 Cassette Jd dá 
£14.99 Dj | 


Will you endure the X 12 Flahter Simulator and emerge 
og Ice cool space fighter at the pinnache of his powers or 


“io many more wH you be reduced to à nervous, glbbering 
e “wreck lt for no more ihan in 


| tergalacte tinpot trading ships. 
” Only the premier cadets of the Stellar Imperium's pilot 

j fo sims pior iria vç, or 

to ensure that only the elite survive. 


“ W's space age frenzy... Us Intersbellar Larmoll,., H's Bediam! 








vas TUb will back up most o! your TAPE based soltuare, including most of the recent 
porky lnaders-and those programs ilha counter — converts for rebate loading. Gar 
mezsure speed o! faster loaders, manages 100% accurately mary blocks over 91h, 
etc, ato, Unrivaliod, On tape at E7,50. (= 

SPECTRUM TAPE TO DRIVE — TES 


A complete so!twaré package finciudes TU) to transfer hundreds o! programs to 
vour-drive = marages some that hardware devices-can not reach derky and counter 
lradera managed sasiy, but program not for the nóvica Oniy ElZi+2i on midriva 
certj. INFORMATION BOOK covanng over 400 transters, including mary top 20 his 
E2.50 extra with TPRS. eng 

M/DRIVE OWNERS — MICROMATE 


| Theonty complete package for mdrive owners, and payé tor itaall! Those ara just 
| come ot its festuras: Format (up to approx 104k), Clone, sector editor reconditions 
cartridges. repairs and gives condition df files, boot! program, multipla ERASE, 
rename, true CAT. Copias tapes to drive (unsecured) drive ta drive, drive to tape. Il has 
so many features and is unique, YOU MUST HAVE THIS PROGRAM IF YOU HAVE 


A M/DRIVE! £13,99 on m/drive cartridgs 
CODE COMPRESSOR, Z80 TOOLKIT 


Code compressor = compresses machine code = many uses, but ideal wllh hardwará 
devices that don't compress-code, Only E4,50, 280 Toolkit - An suparb assembler 
(lult screen editor), fast disassembler. single step to see how mit works, loader, 
bescidec toggle, tutorial = ideal for ALL particulariy beginnars — only ELBB. Siata 
TYPE 015 BUM + drive system when ordering. Eq PLUS 3 or 128k with Ópus 
disé drive. M/drive cartridges £1.75 each [min 4) q 
ALL PROGRAMS CARRY OUR MONEY BACK GUARANTEE (not updates - phone 
for prices of lhesel. All prices inclusive except add E? gil EZ óihera, SAE tortull 
cletaits LERM DEPT CR, 11 BEACONSFELO CLOSE, NHVILEY BAY MEZS GUM. (Tel. 
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NORTH STAR” 


Plone it stands, majestic and 
proud,.. the final hope to Earth's 
savagery and overpopulation... 
North Star, a glorious space station 
orbiting serene tranquility, too much 
tranquility... preparations should be 
underway for the final evacuation, 
Communications are dead, sclentists 
cannot be raised... a dreadful gloom 
overtakes the population... has their 
last hope gone? 


Only one can find out, only one has 
the necessary powers. That one is 
you... a unique leing on a mission to 
rescue à unique project. 


Spectrum 48K £7.99 cassette 
Amstrad £9.99 cassete £14,99 Disk 
Atari ST £19.99 Disk 

“CBM 64/28 

£9.99 casserte £14.99 Disk 


“FROM OUTOF 
THIS WORLD... 4 | 


EX) Yrol 
à FOR THIS WORLD! 


VENOM” 
STRIKES BACK 


Incoming message on MASK 
computer — “We have kidnapped 
SCOTT TRAKKER and are holding 
him on the moon. Uniess you 
surrender the entire MASK forces to 
VENOM you will never see him 
again. Signed Miles Mayhem. 


Mart is faced with a terrible dilema. 
To agree to YVENOM's demands 
would give them total control over 
the Pesceful Nations Alliance, but to 
ignore their demands would surely 
mean Scotts life. 


Can you as Mart Trakker rescue Scott 
and return him safely to Earth? 


o 
Spectrum 48K E7.99 Cassette 
CBM 64/128 
£9,99 Cassete E14.99 Disk 
Amstrad £9.99 Cassette [14.99 Disk 


MSX £7.99 cassette 
* 


js 


Ex Tl 
PE My MASIKTH AMD THE ASSOCIATED TRADE MARK 
NINENO ARE THE PROPERTY OF KENNER PARKER TOYS, 


| 7) ul Ç [| | JEAN pe 


WORLDS APART FROM OTHER SOFTWARE! 


Gremlin ia Software Limited, Alpha House, |O Carver Street, Sheffield 51 4F5. Telephone (0742) 75347) 





[WE HAVE WAYS OF MAKING YOU TALKI| 


Its that time of year again when we ask loads of questions and find 


out what you like and don't like. Some questions may seem quite 
nosey, but they all go to help us shape the magazine the way YOU 
want. 

So, please fill outthis form to the best of your ability, and sendit (or 
ta photoco AIRE Crhh ifyou don't wantto cut up your CRASH) to CRASHTION- 
| ASH Towers, PO Box 10, penis or era SYB1AQ 

to arrive here before May 9th 1988 

The firstform drawn out of Mailbag after this date earns the sender 


£50 worth of software of his or her choice, plus a CRASH cap and T- 


Shirt. The next four forms drawn earn their senders £20 worth of soft- 
| ware, plus acapand T-Shirt. 


THE BASIC STUFF 
| ARE YOU... 

| FEMALE 

HOW OLD ARE YOU? 


L 
L) 


anta de teh tado CESTO] ErEauna FEERa EE RSI) decedrenteeraindenada 


| OCCUPATION 


Working Full Time 
hp Part Time. 


MONEY MATTERS 


ONAVERAGE, HOW MUCH DO YOU SPEND 
ON COMPUTER GAMES EVERY MEBRRT 


| HAVE YOU PURCHASED A UTILITY IN THE 
ves SIX MONTHS? 


NO 
tves, pisaao state type 


DO YOU INTEND: Spin AUTILITY 
7 E NEXT SIX MONTHS? 


HAVE YOUR PURCHASED A PERIPHERAL 
IN THE LAST SIX MONTHS? 
No 


lg Ra a O 


DO YOU INTEND TO PURGHASE Rs 
PRP REAR IN'THE NEXT SIX MONTHS? 


NO 
YES, plésce state type 


| DO: YOU INTEND TO BUY A NEW Poa 


PUTEROR GAMES CONSOLE INTHE NEXT 
sato ada 


No 
h vES, ensse pe nr aa co 


WHAT Is THE MAJOR INF LUENCE ON 


YOUR DECISION TO BUY A COMPUTER 


GAME (PLEASE INDICATE IN ORDER OF 
PRIORITY 1-8) 
Friend's: cal cad 
Magazine Review 
Advertising 
Author 
Erica 


ARE YOU WELL. 
READ? 

WHEN DID YOU FIRST BUY CRASH? 
HOW MANY ISSUES HAVE YOU BOUGHT 


SINCE THEN? 
ALL 


Per = 
H some, How many? 
rss da dn ii CETTE ENTE CIC CEE TERIES TENTA PILLS ET TO 


ETC Lad dEcddinniendo Ena na na nd ds Em Cansnna nua nnponanaa Casseads banana 


ON AVERAGE, HOW MANY OTHER 
PEOPLE READ YOUR COPY OF CRASH? 


HOW DO YOU GET CRASH? 


Subscripti 
papado or o tiverad by newsagent 
Of the shelf 


THE BASIC STUFF 


WHICH OTHER MAGAZINES DO YOU BUY/ | 
RESPONDING | 


- READ? IN THE COR 


COLUMN, IN ORDER OF PREFERENCE (1, 
2, ETC), PLEASE MARK THE MAGAZINES 

YOU BUY REGULARLY PLUS THOSE YOU. 
READ BUT DO NOT PURCHASE YOURSELF 


ACE 

Computer & Video Games 
Games Machina 

Sinclair User 

dera lg Weekly 


WHAT TYPE or GAME DO you ENJOY 


add, (IN ORDER OF PREFERENCE 1- 


6) 
Adventures 
Arcade Adventures 


mia Whakia nantan eo MMS CASSETE TETE COLE CILLALA DIET: | 


musa RR DEE EE EEE ERO efa edad nina beso asa 


IN GENERAL... 


PLEASE AWARD MARKS OUT OF TENFOR 
EACH OF THE FOLLOWING FEATURES IN 


On The Screen 
PBM 


Results and Winners 


Robin's Scores 
Money Saving Offers 
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Subscription Offers 

Techniche 

Tips 

ANY COMMENTS ABOUT ANY OR ALL OF 


CEEE ET RR Ele ELE TEEEEITO 


SOFTWARE COVERAGE 


PLEASE RATE CRASH'S COVERAGE OF 
SOFTWARE OUT OF TEN 


Previews 
Reviews h 


REVIEWS 


ARE THE REVIEWS DETAILED ENOUGH? 
NO 

ARE THE REVIEWS LONG ENOUGH? 
YES 

NO 

ARE THERE ENOUGH SCREEN SHOTS? 
| NO 


ARE THE COMMENTS DETAILED 
| ENOUGH? 

YES: 

NO 


HOW OFTEN DO YOU AGREE WITH RAT- 
| INGS? 

Always 

More Often Than Not 
Occasionally 

Rarely 


| Never 


WOULD YOU LIKE TO SEE THE RATINGS 
SYSTEM CHANGED OR IMPROVED? 


LX! 


DO VOU USE Aeee AS A SOURCE OF 
REFERENCE WHEN BUYING SOFTWARE? 


| Sometimes 
Never | 


WHAT DO YOU THINK OF THE STANDARD 
OF CRASH'S COVERS? 


IS THERE ANYTHING YOU'D LIKE TO SEE 
| IN CRASH, OR IS THERE SOMETHING 

| WHICH YOU FIND PARTICULARLY 
AGGRAVATING. CONSTRUCTIVE COM- 

| MENTS PLEASE. 


WHICH PRODUCTS WOULD YOU LIKE TO 
SEE INCLUDED IN THE CRASH 
HYPERMARKET? (THESE NEED NOT BE 
COMPUTER RELATED) 


OTHER STUEF 


WHAT |5 YOUR WEEKLY INCOME? 
Up to £5 

ES to £IO 

£io to E30 
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Eds E 


£30 to €100 
£100 to E200 E 
£200 plus Er 


WHERE DO YOU BUY MOST OF YOUR 
CLOTHES 
Large Retail Chains (Woolworth etc) 


etc) 
Specialist Fashion Shops 
Other aaa specify) 


aeee O OT O CIRLIECES CA CICCE TELE CIEELRISETS II TITATT = 


DO YOU HAVE ACCESS TO SARECGORD. | 
CASSETTE OR CD PLAYER 


YES a 
NO a 
ON AVERAGE, HOW MANY SINGLES DO 
YOU BUY A MONTH 


ON AVERAGE, HOW MANY LP RECORDS 
DO YOU BUY A MONT H 


ON AVERAGE, HOW MANY CASSETTES DO 
YOU BUY A MONTH 


ON AVERAGE, HOW MANY CDS DO You. 
BUY A MONTH 


HOW OFTEN DO YOU BUY CANNED 
DRINKS? 

More than once a day 

Ônce a day 

Every other day 

More than once a week 

Once a week 

Less than once a fortnight 

Never 


HOW OFTEN DO YOU BUY CRISPS, 
SWEETS AND PEANUTS? 

More than once a day 

Once a day 

Every other day 

More than once a week 

Ônce a week 

Less than once a fortnight 

Never 


HOW OFTEN DO YOU GO TOTHECINEMA? 
Once a week 

Every other week 

Once a month 

Every other month 

Less than twice a year 


WHAT WERE THE LAST TWO FILMS YOU 


HOW OFTEN DO YOU BUY BOOKS 
Ônce a week or more 

Once a fortnight 

Once a month 

Less than once a month 


WHAT TYPES OF BOOKS DO YOU BUY? 
Horror/Fantasy | 
General Fiction 

Film and TV tie-ins 

Computer 

Thrillers/detective 

Historical 

War 

Romantic 

Scl-fi 

Humorous 

Non-fiction 


HAVE YOU ANY OTHER HOBBIES APART 
hu PLAYING COMPUTER GAMES? 
H dc explain further 


High Street Fashion Shops (Next, Top Mas 


DOYOU PARTICIPATE INSPORT? 
NO 


EYES, list your three favourite pac 


DO YOU HAVE ACCESS TO A VIDEO REC- 
ORDER? 

YES 

NO 

IF YES, HOW OFTEN DO YOU HIRE PRE. 
RECORDED TAPES? 

Ônce a week or more 

Ônce a week 

Once à fortnight 

Once a month 

Less than once a month 


“Do 


DOC 


HOW OFTEN DO YOU BUY PRE- 
RECORDED TAPES? 

Ônce a week or more 

Once a fortnight 

Ônce a month 

Less than once a month 


DO YOU HAVE A BANK ACCOUNT? 
YES 
NO 


IFYES, PLEASE STATE BANK AND TYPE OF 
ACCOUNT oia CURRENT dis 


DO YOU HAVE A BUILDING SOCIETY 
ACCOUNT 


de E | 


IFYES, PLEASE STATE BUILDING SOCIETY | 
AND TYPE OF ACCOUNT (DEPOSIT, 


CURRENT ETC) 


WHICH OF THE FOLLOWING TAKEAWAY 
FAST-FOOD CHAINS DO YOU PREFER 
(MARK 1-6)? 

Macdonalds 

Wimpy air 

Kentucky Fried Chicken 

Pizzaland 

Pizza Hut 

Local Fish and Feio ria 


WHICH TV STATION DO YOU WATCH THE 
MOST 

BBC 1 

BBC 2 

TV 

Channel 4 

Satellite 


HOW MANY HOURS DO YOU SPEND 
WATCHING TV PER DAY? 

Up 'to one 

One to three 

Three to five 

Five cr more 


WHICH RADIO STATION DO YOU LISTEN 
TO? 

Radio 1 

independent commercial 
Local BBC 

sa bai pipi 


POSTCODE .. 
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AVAILABLE FROM YOUR FAVOURITE COMPUTER GAMES STOCKIST 'OR SEND 
CHEQUE/POSTAL ORDER FOR £9,99 (casserrtE) É12.99 (pisK) pLUs 80p p&. 
ACCESS AND BARCLAYCARD HOLDERS TELEPHONE 01-278 0751 

OvtTiaw Propuctions, THE Oro Force, 7 CALEDONIAN ROAD, LONDON 


N1 9DX 





MORE ACTION AND EXCITEMENT 
THAN HUMANLY POSSIBLE! 
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your tape/disk a list of software. 


“that you'd like if your screen gets 
printed. Remember the new 
Software prize? It's £40 worth of 
software for the best entry, and £10O 
worth for everyone else featured. 
An a gd wantmeto keepyour 
3, you must send an SAE! 
p your ego ha py and your 
varo collection Dados : send 
Ir screen dumps to MAF K 
Pedra ON THE SCREEN, 








RUN IT 
AGAIN! 


From Ultimate's classics to the cute and 
quirky Head Over Heels, we've had our arcade 
adventures in the strange 3-D of isometric 
perspective. 
But, says WILL BROOKER, some of those 
first tentative steps in the new dimension 
work better than today's glossy games. 


AY, way back when Hungry Horace was still a national 
hero, 3D Ant Attack Saad out under the Quicksilva 
label. lts Softsolid graphics of the walled desert ci 


Antescher were hailed as astounding, and 3D Ant Attack 


| wedged itself firmly into Spectrum history as the first 
game with truly threa-dimensional views, 


The next isometric blockbuster was Vortex's Android! 2, released inthe | 


| Spring of 1984. In gameplay it's just a 3-D version of the old arcade 
Berserk, but the graphi ; 


aphics (whic ear GENO 96%) brought it up'to this 


azine's Game Of The Month standa | 
“Togrammer Costa Panayi followed this up with the impressive TLL — 
a fighter-plane simulation with a carefully werked-out dynamic plaving 
area. There's not a lot of game behind it, but the Tiving is enough 
"The Softsolid technique was soon followed by the 
movie — Hewson Consultants The Legend Of Avalon, lts adventure 
element is a bit dubious, and the term 'arcade adventure” would be 


disputed for years after its release, but the game was a great success 


with its colourtul, pseudoisometric graphics. 
In 1985 the spate of high-quality isometric games continued: 
Ultimate's classic Knight Lora was followed by another Vortex game, 
“Highway Encounter, and the next technical advance was Filmation 2. An 
Ultimate invention, this allows graphics of Knight Lore's quality to be 


serolied smoothly over a large playing area. Filmation 2 was used for | 


Uitimate's Nighishade, but was soon knocked into a cocked hat by 
pecados Fainight. E e SAS gr. | 

ven Back in the gold n year of 1986 there were unimaginative clones 
which sometimes threataned to swamp all the review pages with their 


identical, and by then extremely boring, isometric screens. But some | 


games brought a breath of fresh air to the already tired genre: the 
' húmorous Swesvo's World from Gargovie Games, Qcean's surprise hit 
| MOVIE. Hewsor's Quazatron, A Spectrum versi of 

| Commodore 64 hit Paradroio, Quazatron amazed everyone by being 

superior to the original. 5 

Not so original but also well-implemented was Ocaan's Batman, and 
Quicksilva's Giider Rider deserves a mention along with Design Design's 
Rogue Trooper for taking a gamble and nearly succeedina,. 

Last year Ocean had a megahit with Head Over Heeis, MAD. had a 
budget Smash with Amaurote, and Gargoyle brought out the first (and 
eis last) bic abç game, Hydrofoo! — the seque! to Swesvo's 
vord. CRL's 3D Gamemaker utility now enables everyone to rewrite 
Knight Lore, and last November saw the first real isometric adventure, 


Incentive's Karys 
Of course, whether isometric perspective presents a 'true' 3-D view is 


| a ouido th play these games is 'positioned' sonewhereupinthe | 


air, outside the playing area, so amy are using the te que loúks 
h its repr 


forced, like a ical drawing, T esentation of object and 


st 3-D “adventure 


| you-a hero”), and your job is to 


Nightshade 
Quazatron 
Rogue Trooper 
TLL 


SD Ant Attack 

Batman 

Head Over Heels 

Highway Encounter 
Knight Lore 


rooms may be highiy effective, if we're going to nit-pick we can't Bay 
sometric perspective gives a realistic view. | 

But the technique has proved pi ecily satisfactory for countless 
games, and it's pointiass to damn them all for tack of reálism, 
“More significanthy, it will be interesting to see if the market for isometric 
graphics ever dries up, and if the public will one day reject the genre as 
Outdated and overused, just as it once refused fo accept any more | 


87% Issue One 


É ne day, one year, one 

hour, says the 

; introduction, He and 
She 


arived in the walled city of 
Antescher, the signature of a long 
dead race, the city lost from the 
word of men for days without | 
number, | 
But the Ants of Antescher now 
have your partner (either He or She 
= Umortunately, this admirably 
nonsexist feature is undermined | 
by the program's always calling | 


Complete one level and the 
toolish girl (or boy) goes and gets 
hersali (or himself) captured again, 
but this time further away from the 

"Slaring position. Well, that's 
life, | 


Back in late 1983 when nobody | 
wormecd about glaring white 
backgrounds, UDG-sized 

raphics and poor sound, 3D Ant 

tlack was a wonder to behola, 
But even if you overlook these 
fauts the fact. remains that there 
isn't much gameplay, and what 
there is soon grows repetitive. 
Next to modem software, 30 Ant | 
rescues him or her with the help of | Attack looks rather diamal. 
some heavy-duty grenades. 
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 HIGHWAY ENCOUNTER 
Vortex 


ROGUE TROOPER 
“Piranha 








To celebrate the 51 st edition of Britain's biggest-selling 
spectrum magazine, we ve organised an astoundingly 
easy-peasy competition with rewards beyond the wildest 
dreams of even the wildest dreamers. CRASH's generous 
streak means that we're throwing away 1001 weird, won- 
dertul and whacky freebies to all you lucky readers. The 
first 1001 names to be drawn from a bulging sack with the 
corectanswerto the unbelievably simple question below 
will receive any one of a magnificent multilgad of pristine 
PriZes. 

Scintillating isn'tthe word for this breathtakingly unique 
selection of spoils: most people will receive a software gift, 
but there are also many surprises awaiting future reci- 
pients ... 

Anyway — on with the task. Question: This is CRASH 
Issue 51. What number willappear on the cover ofthe Jan- 
uary issue, 2001º 

Got t? Put your answer on the back of a post card or 
seated envelope, send itto the following address, and you 
could De the fortuitous winner of, well... something! 

As ifyou didn'tknow by now, ouraddress is: CRUMBLY 
CRASH COMPETITION, CRASH TOWERS, PO BOX 10, 
LUDLOW, SHROPSHIRE, SY8 1DB. 

Entries to arrive no later than May 8th or you won't get 
anything. 





FRIGHTMARE is available now from all good software retailers and by mail 
deder: Indicate the items you require, complete the coupon end send ft to: 
| Dept FMARE, Cascade Games Ltd., 1-3 Haywra Crescent, 


| CABEETTE TOTAL E 


RS O E a 


Ienclose cheque'postal order for É. made peyabla to Cascade Games Ltd. 
Altarnativehy vol may pay by Actess, Visa, Arnerican Express oe Diners Club. 


GHTN o 19.9º F Please allow 28 days for delivery. E 
| email our 24hr Orderline on Dd2a SOB TO Cascade Games Ltd. -3 Haywra Crescent) | 





“Now lay me down to s [491] | pray the Lord my Soul to nação 
If should die before I wake, | gi ay the Lord my Soul to take .. 





OUR HERO SEFS COURSE FOR PLANET 
ZARO JE MELO FLA GOEDEV FIO 
Hi3 TREASURE, LITTLE AVEPVOVE 
THAT THE SESULDAS EYE OF ONTRP 
[ui CAN GEE Mo PRE Frete) As, Mo 
CHANGE GAMOS ER TRA TRE 
ASSASSIN THAT THE FLURES MRE 
BEDIVINA 15 SUL ALIVE MUTH A 
HEADACÇHE. UR THAT THE PSATES 
AFE. CUT OM THE FUEL AVI 
CAROS: NTH SOME THEM, ALIEN 
EMT AND HAVE JUST LA? PME 
SHIP TO THEM, OR RAT HS 
BREATH IMELLS..., 


PECA e Viu BE Gola 


AN TSUARE MAS T 
ERA TO UPDET bit BY 


Puriar BES, CAN?! ROM COME FM LET TRAS VENHA AT CAMARGO! 


E SLEN ATRAVGER HAM CASOS, SD CE MP 
LE MOUTH AVC ROB THAT ALIEN STEDNGER 
LIRE G000 PESTE HOM ENE. UI COME ' 


Es 
HOW. EM HOW/22 | 


PENSE 1 
GUe MEROS Derine |) 
GETS SOME di irado 


a SS uaT tis AO ALE — 
— STRANGEE... IMAT AO TRE 
ALIEN AN THEY? 


LONE SAMURAS 
Dons CEPE ANE STRANGE MM! ME GOT 


MAETAL ARTE COMA DAT QE ES EAR 2 AMO il 
THE: PRANTO! TEMPER EM DF nois! 


UNTIL HE TAMES us 
FOOT DP THE é ca 


“THANHS TR THE GAME, NA DUAS, NA 
JF SA DONT MINO SERENA GEE MV SM 


MESMO... AT THE 
SHIPS CONDES 


| JFS GENERALLS 


TOUT THAT ATA 
MEET DF ALHEM 
LIEFORMS THE 


| COMMUNITIES 


Re Eu? art 
Z FEEL po! 

A RIGHT ( 

| BRANDO!) 4 


RREO] | 


| WiQuLO COMMENCE 


| Gui SIGMUS BASED 


ON SIMPLE MATAS 
AND UNIVERSAL 
KNOW SYMBDLS, 
SUCH AS A CENTRAL 
SAN PT CREA 


O RAETS QE TMAT 


[MALES QUE GF EM 
EU 


ME GU SEO py RUA ME RARUDERS 


ERC AUEN MET 


À FORUT TO PTS ELE AN 


UTTER ITS MAME 
ANO AFTER FEOMPAM 
AT TRE ETRER, ANT 
ae IT TE AMPLA E. 
ea BUM AIRE... 

THIS BENGRA 


NOBRS vERT WELL... 


BuT THE EYE OF OKTUP SCUSTEL 
| IN THE FRACAS... STARTS TD GLOW 


LOG 


RARA TRE CRE JEES AR A TRE. BOGGES OUT FEV A 
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It's here-The returnof Elvin Atombender! 


a 



















After wo year's wait at last it's arrived—the sequel to beat all sequels! Impossible 

Mission II retains all the fun and strategy of the original as once again you embark 

on the challenge to find a safe route to Elvin and the final showdown where he wil 

meet his end! Search each room, find code numbers, objects and keys to help you 

with your mission. You must avoid or destroy the guards | 

and robots that patrol the five towers or risk being Pá — a, 
auccessfully dispose ot Elvin and your quest Pd = 
is half over! Now your Mission becomes E Na = À 

truly Impossible as you strive toescape | 

the towers, avoiding guards, robots, Já 
mines, trap doors and elevators | 
without detection! | 






| Running into more trouble?... 
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robot quarding that table ?... 





an you access tha next tower?... 
UEBA o 







| 






| 






Quick! Escape from Elvin!!... 
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Organised iai Newstield Publications Limited on behaif: of us Gold, thNa 
BIG PRIZES AND THE CHANCE TO COMPETE INTHE FINALSATTHE PERO 


NEWSFIELD PUBLICATIONS is proud to announce | 
the first ever British National Computer Games | 


; Championships open to all-comers. Six regional 
heats with contestants competing in two categories 
-— Spectrum and Commodore 64/128 - will be 


followed by two semi-finais with the qualifying | 
contestants going forward to compete agairnsteach | 


| other on a stand built specially for the finals at the 
| new PERSONAL COMPUTER SHOW (formerly The 
Personal Computer World Show) at London's Earis 
Court. By filling out the entry form on these pages 
you could be among the 324 first-round contestants 
selected to play arcade games provided by 
competition sponsors US GOLD and put yourself on 
the road to fame and a big prize worth £ 1,000. 


From May 14, a custom-designed travelling roadshow will take 


banks of Spectrum and Commodore computers to selected 
boys! clubs in six locations around Great Britain for the regional 
| heats. The qualifying competitors will aim to raise the highest 
scores playing games specially seler 
| US Gold releases. 

The event — the first of its kind = is being organised by 


| Newsfield's magazines CRASH, ZZAP!64 and THE GAMES 


| MACHINE. US Gold, market leaders in computer software, are 
| sponsoring the whole competition and providing all the prizes. 


The National Association of Boys' Laisa with over 2,000 
affiliated niages 200,000 members throughout the UK, is helping 


to: 2 this exciting plebe Ra as weil as providing 
venues pa the regional heats and the semi-finais. 


So what do you need to do to get yourself selected for the 


| competition that could prove you to be Britain's best arcade 
| game high-scorer? Forastart offyou don'thaveto bea Spectrum 
| or Commodore owner, but to have a chance of qualifying you will 
need to be able to achieve the best possible scores on the listed 
| games in the coupon — and remember, if you do qualify, not onhy 
| you will be playing in public but also in front of the British press, 
so cheating now on the entry form will not stand you in good 
| stead later! 


HOW THE CHAMPIONSHIP WILL RUN 


| Six towns throughout the UK have been chosen for the regional 
heats, so there should be a verve not too far from you (see lhe 
| separate list). The National Association of Boys" Clubs is already 
| running a qualifying competition among its own membership, 
and they will be supplying three Spectrum and three Commodore 
| entrants to each of the regional heats. We will be selecting a 


further 27 Spectrum and 27 Commodore entrants, from the 
forms you send in, to attend each of the regional heats. This 
means that in the first round a total of 350 contestants will fight 
to go through to the semi-finals. The five best high scorets in 
each format per regional heat will qualify for the semi-finais. 


| making a total of 60 contestants. And from there, the three top 


scorers in each format will go through to the prestigious finals to 
be held at the Earis Court Personal Computer Show. 


THE PRIZES 


Apart from the thrill of displaving your joystick prowess to the 
world at large, there are some exciting prizes and mementoes to 
be won. te qualified entrant will receive a specially designed 
certificate scrolito prove that they are at least considered among 
the 350 best arcade games players in the country. Special 
medals have been struck bearing the National Computer Games 
Championship logo on one side and the Boys' Club logo and | 
vear on the reverse; the 50 semi-finalists will each receive a 


| bronze version of the medallion, while those who qualify for the 


finals will receive a silver medal, For the two outright-winners, one 


| onthe Spectrum and one on the Commodore, there will be gold 
| medais mounted in wooden display plaques. 
ted from among the latest | 


US Gold are providing a mixture of hardware and software 
prizes for both winners to the value of £1,000, with valuable 
runner-up prizes for other finalists. On top of that, there will be 
free software and other gifts for finalists and semi-finalists and 


| the chance to meet several famous personalítios 
| attending the events. But perhaps the most thrilling dan will 


be the chance to prove yourself the very best British computer 
games player in front of the vast audience attending the Personal 
Computer Show. And of course you will be featured in 
Newsfield's magazines as such. 


COMPETITION RULES, ENTRY 
DETAILS AND VENUE DATES 


The six regional heats, each comprising 30 Spectrum and 30 


Commodore contestants drawn from the National Association of 
Boys" Clubs (three per machine) and from Newsfield magazines 
entry forms will take place in the following towns: 


May 14 - Birmingham 
May21 - Gloucester 
May 28 - Belfast 


June 4 - Edinburgh 
June 1 1- Leeds 
June 18 - London 


All days are Saturdays. Heats will be held in the momings. The 
towns listed are correct at time of going to press, but the 
organisers reserve the right to make last-minute alterations. 


Qualifying entrants will be informed of necessary attendance 
details in good time. 


























- The semi-finals will be held in Leeds on ppnesene and in 
London on August 18; finals at the Personal Compu 
over the three public days, September 16-18. 

“Friends and relatives wishing to attend the first round and 
| semi-finais will be welcome, but the NABC will be. making a very 
modest entry charge to non-contestants. Readers wishing to 
“attend will also be welcome — details will be published in future 
issues, or you can ring the organisers' office for details no sooner 
than one week before these dates. 

If you wish to put your name forward to qualify for Britain's first 
National Computer Games Championship, fill out the form as 
Ta pon rui nani fo Nie ta 38. T gh 

















[FOR ENTRIES IS APRIL es 


À Please write clearly, using block capitais. 

| 

Ê 

1 wish to put my name forward to to qualify as a competitor, 


| selected to compete, | agree to abide by the championship 
EE 


Teschone 


a Please tick the appropriate box: 
À | wish to compete on the Spectrum: [7] 
É | wish to compete on the Commodore: 
: lam aged 18orover: [7] 
glam aged under 18: []h you are under 18, your parent or legal 
» p9uardian must sign here and print their name below: 
E Parent's Signature ... | 
É Parent's Name .. aos 
Please tick tha regional heat: venue you would like to attend 
“(| Birmingham 

= Gloucaster 


E] 


lationa po Sa 
ONAL COMPUTER SHOW AT EARLS COURT SEPTEMBER 16-18 1988 





IF YOU THINK YOU ARE BRITAIN'S 
BEST HIGH-SCORING COMPUTER 
GAMES PLAYER GET YOUR ENTRY 
FORM IN TODAY! CLOSING DATE 





at US Gold. a an o 
Spiténis msi prepared to alone lho jones the anioo 
the due dates. You may select to enter at any one of the above. 
listed venues. The organisers will accept no claims for travel or 
subsistence expenses for contestants in the regional heats, All 
nentemanta fuainina for the semi-finais can claim up to a 
s and will pgs | 





countersigned by a parent or legal gu 


dofiware from US Gold. Finalists will be given a free E 








the Personal Computer Show in London. During contests, o 
| Gecielon gt tha ng an stewards will be final and | 





: | NATIONAL COMPUTER GAMES CHAMPIONSHIP ENTRY FORM 


CR. 
In case for any reason you are asked to attend a venue other than the 
one you have already selected, please tick the next best alternative 
for you: 
[| Birmingham 

| | Gloucester 
5 Belfast 
[ ] Edinburgh 
[ ]Leeds 
[ |] London 


In order to help us determine whether you should qualify to enter, 
paso give your high scores on two of the following five US Gold 


Games: 
OUTRUN Aut gde E DU E E NR ART REDE ADE 
INDIANA JONES high score is: ..... 
720º RREO DE au besse see ersrrtea ia pras 
GAUNTLET High SCOM IB! ..ecsmsseeseremeeeeanios 
RYGAR high score is: . PET pa Re AP ER 
And your best score on two of your favourite arcade coin-op 
machines: 

1 Coin-op name IS: ....siestaessssassaseeeeee high score is ...... 
2 Coin-op name is: ........ pf fa - high score 8 , 
Corm 


ete the form and send it to THE ORGANISER, NATIONAL 
COMPUTER GAMES CHAMPIONSHIP, NEWSFIELD LIMITED, 
PO BOX 20, LUDLOW, SHROPSHIRE SYB 1DEB. Successful appii- 
cants will be contacted in plenty of time. Please do not ring or write to 
ask, itonly blocks up the phone lines! And good luck! 

















| slime. 






T-SHIRTS 
+ E5.50 GAach 











e POL | 










O 
KING GRUB seems M | 







CAPS 
E3.95 each 


BINDERS | 
£4.50 each 
SPECTRUM DUST COVERS 


RE SPECTRUM 
« E3D0 nach 


FORCE Do a Ra RR E 






E SISELITETEEICEEEET 







ECC III ERTIT 


« RS 7S daoh 
SPECTRUM +2 | 









CRASH SW MSTORY BHOERS | 
Ro - 4.50 each 










epa postaga and pecking tor orders mitem tha 
mnavtad orders | 


For conti Europa and owerznas 
plasso add É2.00 per Hom ordered. 
| Penso alia 28 cava for delhrerç. ari romeambes Uhal diierent 
| tema may amyo separataty 


| CONTINENTAL EUROPE / 
OVERSEAS ORDERS ONLY: [AM 

ENCLOSING P&P PAYMENT 

FOR ITEMS AT £2,00 EACH. 

P&P TOTAL: £ 


TOTAL PAYMENT ENCLOSED: £ 
























A FSRdA E o de FERE 
alaliitA = + > E "LJ R EU  Heels's Evil Emperor [Issue 39), a 
Wu Ibi O TLIE monster from Ol's interpretation 
440 De Bal- ofthe Level 9 adventure Red Moon 
CRASH (Issue 20), and the CRASH surter = 
ego ER a E the ultimate Spectrum sports 
= CuIDTE simulator, still wet from the waves 
á SETERA E of Issue 19! 


FOUR styles! Three of them 
O feature Ol Frey's most famous 
asa CRASH paintings in full colour and 

il one T-shirt depicts a monster from 
Four Worst nightmares = King 
Grub. Wear it if you can stand the 








The covers are: Head Over 







The T-shirts are 509% cotton ana 
50% polyester, so everyone's 
happy, nd Mo a ai! available in 
two dramaticaliy different sizes: 
medium (M on the form) and 
Grubbish, ie extra extra large 
RAL). 


These T-shirts aré 
ONLY available from CRASH 
and you won't find the distinctve 
artwork on T-shirts anywhere else. 


£5.50 each 


















Te— 


Buy ANYTHING from the CRASH range 
of designer doobries with this single 1 
form! Please fill out the whole thing 
using BLOCK CAPITALS and 
remembering to enclose payment. 


NAME RE CELCECEILEC TETE LESILISS SITE 
ADDRESS REL ECCETEICETEE TEC TI TE TEST 
POSTCODE .............. 
PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 
Eedrelhoucar a Athos (fila! rom bóvel 


MARIE LECCE ETTA] 


o jm q O O O O 


ADDRESS O o a ii O O 


E O O af  Ó POSTCODE CEFET 


E o OS AR PE 
EXPIAY DATE SCI ISEL TETE CETTE ET DIS TITTI TO 
PLEASE CHARGE MY ACCOUNT 


SEND THIS FORM Tó 
THE CRASH Emp rid PO, 
sv8 1DB PF 


| 
t— 


Bat hr py 


Et E 


Pa, 


EM Ren] 


[= 
im 
[1.4] 
| 
. 


a[afpepopopspapafeapspofezpafes) 
[sof31/32/33] 34/35] 36/37] 0]a9]aofas]aafas]aafas) 


Rs 


ESA DSO 





Well surprise, surprise! Yet again The Static (sorry) Strategy 
Chartholds no shocks, The top four stay where they are Witt the 


say? The CRASH Readers' Best Strategy Game of 1987, Vulcan, 
still holds the Number One spot for the umteenth month. 


1 - 
2 
q ú 
rest of the chart only moving one position. What more can you 4 iq 
5 
Vulcan lover, Andrew Franks of Snaith Nr Goole in Humberside, 6 

7 


DESERT RATS 
sco ops up the £50 worth of software available to the winners this TOBRUK 
month = listing Desert Rats, Armhem and Battle Of Britain amongst a de mdu md Bio dois | 
e requnntas qn neo pames Fes guisa ch pia Net tha. 8 (7) THEATRE EUROPE o 
ec runners-up. Malcolm Young from the seaside | = 
ar pd ig Edwardo of Llangefni 9 to BATTLE OF BRITAIN | PS 
easier to han pronounce) in Gwynedd; Mark Thompson O EIR E | “AT | CHINCNI 
| from Soutrport ana Rar Dies who lives in Rubem Bimingram. 40 (9) THEIR FINEST HOUR CENTURY HUTCHINSON 


A 





Let's hope that this month's Adventure Smashes, Jinxter and 
Guitd Of Thieves -both from Rainbird - have a devastating effect 
on the Adventure Top 20, as not much has happened in the last 

few months, Their CRASH H Smash, Kni a Orc, enters the chart 
tor the first time at Number 15, with The awnat Number 11. 


The winner of fifty go olden pounds. worth of software this month 
| comes from Btacknell in Berkshire (as they say on the Premium 
Bonds). Lucky old Graham Codd will be receiving asmall CRASH 
T-shirtand games such as Match Day land Combat Schoolforhis 

128K Spectrum. The fortunate four who'll each be getting a T- 
“shirt this do opor Si living in Oxford; Paul Giftord 
of Brinkley in Suffolk; an XXL Sophie Sharp of Preston and Oliver 
| Ropas et of te fiamingo Hosteara fame) m Leatherhead, 


4) KILLED UNTIL DEAD 
 FAIRLIGHT 2 
SHADOWFIRE 





ROBIN CANDY 


SCORES 


DEAD again? Last that last life or the fest level? Do YOU have trouble 
saving Earth from aliens? Well, don't despair — even losers-car be winners 
with SCORES, becaise you don't have to be a high-score hero to get in 
fe helps). 

SCORES is à monthly game-by-game list showing the whole range of 
scores Om the very LATEST games [Jet Ser Willy record-breakers are out from 
the ora gol), 

Each month there'll be the top score so far received for each game — the 
hrst listed under the game Reading = and then a couple of others, so you can 
measure yDurseilt against not only interface-bumers but ordinary mortais 
too. 

And each month there'll be five winners picked at random ram all the 

| entries received, regardless of whether they te printed-or not 
The firstentry form drawn from the SCORES postbag each month will wim 
E40 of software of the winner's choice plus a CRASH cap and T-shirt, and 
four runners-up will receive CRASH caps and T-shirts too. So dón't forget 
to-tell Us on the form what software and T-shirt you'd like if you re-a lucky 
One — because every loser can win with SCORES. 


BUBBLE BOBBLE 
Sutinder Benipal, London N2! 
Nicholas Teills. Harrow 
Mark Thompson, Bristol 
COBRA 
8 Williams, Liandudno 
Mark Cox, Darlington 

| Fred Willis, Fort William 

| 75300 


COMBAT SCHOOL 

Lee Thomas, Burntwood, Staffordshire 
Tom Barnes, Bognor Regis 
DRILLER 

Mark Thompson, Southport 

Sean Roberts, Bloxwich 

Matthew Payne, Churchdown 


ENDURO RACER 

lain James Wiseman, Wocton Wanen, West Midlands 
Steven Hulse, Crewe 

Nathan Furst, Tamworih 


Mark Chappell of Norihope in Lincolnshire wins E50 worth of software 
(he semt his stores in on the special Golden Issue form) including Firefly 
Pistoon, Seumbail and Northstar - and, of course a CRASH cap and T-shirt. 

Runners-Lip, each getting a CRASH cap and T-shirt, are Simon Brown 
of breezy Southsea in Hampshire, Matthew Wright of Witham in Essex, 
Stefan Ratcliffe of Battersea [where even the dogs read CRASH), also In 
Essex, and Brendan Fanning of Oldham in Lancashire, 

Remember — ariy score sent in to SCORES can win you a prize. 


Firebird 


26 !DOQO 
320000 
Ocean 
150050 
105000 


Ocean 
Ha6540 
162490 

51056 


!Z3B000 


3443561 
*368190 
1852006 


4207960 | 


incentive | 
1632490 | 
Nick Drewett, Bushey 


3 79B90 | 
Activision 


EXOLON 

Ben Powell, Kettering 

Robert Green, Hurstpierpoint, West Sussex 
Andrew Green, Walsall 

FLYING SHARK 

Simon Brown, Portsmouth 

Graham Foss, Kirkcudbrightshire, Scotland 
GAUNTLET 

Paul Rateliffe, Barnstey 

Andrew Quick, Talbot 

Clive Murray, Eastbourme 

IK + 

John Hicks, Warrington 

James Sammon, Bradford 

Wayne Rogers, Southampton 

OUT RUN 

Steven Hulse, Crewe 


"Richard Booth. Mirheid, West Yorkshire 
| Michael White, Salisbury 


RENEGADE 

Val Cookson, Prestón 

Louis Wilcox, Wooburn, Buckirghamshire 
Paul Knott, Harborough 

STAR WARS 

Paul Hadield, Bolton 

Simon Lennox, Casticdowson, Co Londorderry 
Mark Lawton, Stoke-on-Trent | 
SUPER HANG-ON 

Robin Cavill, Devesbury 

Daniel Goulden, Reading 


THUNDERCATS 
Simon Ashe, Andover 
Andrew Waring, Chester 
Jonathan Roy, Glasgow 
ZYNAPS | 

Andy Lowe, Stoke-on-Trent 
James Watson, Dover 

Imran Rasul, Hernel Hempstead 


É 


Hewson 
1544400 
983400 
SHOD 
Firebird 


H8240 | 


315100 


123710 | 


US Gold 
16911194 
[2978252 

3386534 
System 3 
64500 
52200 
50683 


US Gold | 


34755550 
32963690 
1273620 


Imagine | 


1114950 
DOS FS0 
172750 
Domark 
100570050 
[577132 
1328249 


Electric Dreams 


12001760 | 


a LED0O 
341008 


Elite | 


192000 
72505 
24700 

Hewson 

[85100 


140500 | 


40100 


Send this form [or a copy] with your scores for up to three games to ROBIN 
CANDY'S SCORES, CRASH, PO Box 10, Ludiow, 

| SY8 1DB. Only genuine scores will be accepted; any improbably huge 
scores will be immediately binned and the sender will be forced to listen to 
Lloyd Mangram — a fate worse than sharing a-desk with The Art Of Noise. 


MY SCORES ARE: 


GAME SCORE DATE ACHIEVED 


IF A WIN TOP PRIZE | WOULD LIKE THIS £40 


AND IF | WIN ANY PRIZE | WOULD LIKE THIS 
CRASH T-SHIRT, CHOSEN FROM THOSE 
ADVERTISED IN THE CRASH HYPERMARKET: ..... 


The decision of CRASH's appointed judges is absolutely final 
in all respects — however high your Jet Set Willy score 





apoio ERRA Ra HIgE bRindima 
à, [Ra prRS=EIE] 


LV i 


Es “bands thakproduce men ollegend, dragon slapers, Ne in his shadow 


o quardian a evilfear his fipespewing sword, the axe he weilds às swiflas 


HahtningaState ofthe art programming makes a true simulation of Lhe 
Arcade foryour home micro, enjoy. superb graphics and realistic action as 
RASTAN takes on a world ol dangers — magical wizards: fire breal hing tons. bals. 1 ES 
snakes, shkegabems and finally the living dead, 
Is ti motre than vou can handle? 


od! FORAGEE 


DEC Ft 194 ass 
Cóúmmodore B,95 Cass 
Putistrad 8.95 Ca 








CHAMPIONSHIP 


SPRINT 


| Producer: Electric Dreams 
Retail price: £9.99 
Authors: Catalyst Coders 


ver fancied roaring around 

a racetrack at high speed? 

standing on the winner's 
podium ih a bote of 
champagne in one hand, and a 
blonde in the other? Well in this 
game, the player at least gets to 
try the racing bit. Converted from 
tre Atari coinop game, 
Championship Sprint gives one or 
“two people the chance to test their 
driving skils on a Grand Prix 
racetrack. 

Initially, participants are given 
the choice of either racing on a 
standard track or on one of their 
own design, created using the 
track editor which is included on 
the flip side of the tape. The 
program then prompts for the 
number of players and their 
“chosen control method (joystick or 
keys). Once this is set, the course 
“self may be selected from one of 
eight tracks, 

Tha game starts with four cars 
sitting abreast of the starting grid. 
| The flag drops, and they're of! 
| Human drivers compete against 


| Producer: Activision 
Retail price: £9,99 


| adversaries, 


computer controlled opponents 
and attempt to finish first over 
each three-lap race. Not only 
having to contend with their digital 
there ars also 
hazards om the track: oil, water, 
gravel, and a baby whiriwind do 
their best to send the player 
spinning off the road. However, 
help is at hand in the shape of gold 
spanners: collecting four of these 
endows the players car with 
useful bonus extras for the next 
race, such as turbo boost and 
higher top speed. At the end of the 
current race the cars are shown in 
the pits, along with their placings, 
scores, and best lap times. 

fina particularky creative mood, 
the player can use the 
construction set to design devious 
tracks to delight or annoy friends. 
Selections are made by clicking 
the cursor On a series of icons 
placed along the night-hand side 
of the screen. These aliow the-user 


| to view the segments of track that 


are used to create the course, 
select obstacles to place in the 
drivers” way and check a finished 
track for faults. Once completed, 
tracks can be saved to tapes for 


Authors: designed by System 3, programmed by 


Source 
ts a typical Arnold | 
| Schwarzenegger róle, familiar 


e from Conan Barbarian, The 
| Terminator and Commando: 
and it's the same all-action Arnie 
who stars in 20th Century Fox'a 
recent movie Predator, closely 
followed by System3 for this 
licenca, 

The game starts as Major Alan 
Schaefer (Schwarzenegger in the 
film) and his small force of 
mercenaries rope-slide from a 
hovering helicopter and begin their 
hunt for missing VIPs in a dark, 





uncharted jungle. 

dchaefer is the last to make it 
into the undergrowth, He finds the 
VIPs crashed chopper with no 
survivors — yet no bodies either. 

Then he realises his team has 
vanished = but as he moves further 
into the jungle's depths. he 
discovers his fellow mercenaries 


one by one, mutilated and very 
dead. 

Armed with grenades and a 
powerful machine gun, Schaefer 
runs through the horizontally- 
scroling juhgie setting, using all 


| feeling 





e “ano they said Super Sprint 
was bad! Additions there may be, 
but improvements they aren't. My 


main gripe with both the Sprint 
| games |5 lhe appaling coliision 


detection. The track may be drawn 
to look smooth and circular, but if 
you actually examine the limits by 
banging into the sides ofthe track 
you dtind it blocky— in other words 
somebody couldn'tbe bothered to 


| use pixel collision detection and 


setited for the easier, and less 
accurate, character detection. If 
this aspect of the game wasn't so 
inturiating then it could be miloly 
addictive. One of the plus points is 
the track designer it should 


| lengthen the lastability by a few 


wegks = if you can be bothered to 
load the editor, design pour track, 
save your track, load in the main 
game and then lbad in vour saved 
track fphempl 

PALA 


O “it was enough to have to put 


up with the tiny graphics ano 


of time: after just one go | 

could get through leveis 1 to | 

4 by simply running no 

and hardky shooting a thing 

| There are some excelténtiy- 
designed backdrops, and 
some tough enemies, but the 
terrible colours spoil things 
all the way — on sôme levels 
you find yourself chased oba | 
box of chocolates. And 
'horibly mutitated' gr tré 
of the aponymous predator 


are nowhere to be seen. 


Using joystick you can't 
throw a gronade or pick up a 


nfusi do dinicnes +» 
confusion to & 
inlay 5 very unhelpful; 
instead of telling you straight 
what you've got to do it 
consists of obscure hints 
and tips. 

Predator's a good idea for 
a licence, and there are a few 
powertul graphics. But the 
best entertainment you'll get 
out of Hf is reading the 
 etmospheric  blood'n'guis 
talk of the Inlay! ” 


Hits wits and weapons to survivê 
queria ambushes and the attacks 
of vultures. He can soon find other 


| weapons, obvioushy dropped by 


his murdered collgaques - and 
though they're helpful, an uneasy 
starts to roll around | in the 
back of Schaefer's mind, 


| * Predator is mostly a waste | 


E pisa 





n- Ready and ti puta 


iritating gameplay of the original 
Super Sprint but to stand another 
dose of the same, well it could be 
fatal! (To the enthusiasm, at least) 
The onhy aspects that cheer up the 
game are the vaguely decent | 
pictures of racing cars in between 
courses. Championship Sprint 
sulters termibhy from colour clash 
which makes the potentially 
rubbish graphics even worse (if 
that's possible), and gives the 


| rol a generally untidy feeling. 
h 


ere are no sound effects or 
tunes, which all detract from a 
generally uninteresting, 
unimaginative game. H | didnt 
know any better, | would think it 
was budget game; it's definitely 
petaão worth the £9.99 asking price! " 


O “I've never been a great fan 
of racing games, and often find | 
that | spend more time off of the 
track than on it. This was the 
case with Championship Sprint: 
control of the car seemed very 


| loose and 'soggy'. Aggrieved by 


the faultless performances of | 


PAUL 





“The movie is atmospheric 
and frightening, but the only 
| part of the Predator game 
| with any is the 

inlay — a lo but not 

very helpfu 

The loading technique is à 
farce. First you have to load 
an unimpressive demo, then 
you have to load in each play 
area (and none seems 
different from the pin 


level (situated 

| 'somewhere' in the middle of 
ri ao - the game is to find 
When everything's finally 
loaded you're subjected toa 


(every time vou 
play) and and then hidden behind 


Lis... the game, 

| [nor Bala clic 
| elements - the basic get 
them before they get you 
“Instinct is the obvious one — 
“and'though the graphics hold 
| it together for a few games, 
| when their appeal has worm 
[REU PONPES NES A IN 


ive and 
| infuriating piece of 
| software, ” 





Schaefer had been briafed to 
expect guerilias, and they can be 
disposed of quickly with his | 
scalpel-sharp reflexes and 











the computer controlled cars as 
they zoom around the track, | 


soon found that the game bored | 


me to tears. Graphically, it's 
okay: the track and backdrops 


| are all quite nicely drawn, but | 
the cars themselves look a little | 


crude and simplistic. The 


| construction set is a nice idea, 
but even with the facility to | 


design a track, | feel 
Championship Sprint won't hold 
your attention for very long. " 
MARK 





Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: a large range of 
sections allow many varied tracks, 
although the individual segments 
are simply drawn 

Sound: e Paga No tunes and 
few spot 

Options: definable keys, track 
construction set and one or two 
players 

General rating: at a penny under 
a tenner Championship Sprint is 


| very bad value — even with a track 


designer 





ruthiess firing. But can the horibly 
mutilated bodies of his collgagues 
really have been the work of 
querias, or is there something far 
more mysterious and malevolently 
powerful lurking in the jungle? 


To reinforce this notion, atelltale | 


triangular laser sight occasionalhy 
appears and tracks Schaefer... 

H he survives long enough and 
beais the countdown clock, the 
mercenary leader might find out — 
and use all his military skills and 
power to destroy the sinister 
creature, the |. strange alien 
predator in the jungle. 


COMMENTS / 


Joysticks: Cursor, Kempston, 


Sinclair 

Graphics: superb character- 
animation, but a poor 3-D side 
view of the action 


| Sound: the meagre 'Schaefer 


running” sound |s out of syne 
with the sprite's movements — 
hardiy scary 

Options: two keyboard 


tayouts 
General rating: if only the 
game lived up to the inlay. ... 





| pen 
| popular that t spawned a long line 


| alowing 


| presentation and gam 


| dd e eee 








Producer: ASL 
Retail price: £9.95 
Authors: Steven Tucker 


j ong ago, shrouded in the 
| mists cf time, there was an 
game calhed 
This game was 50 


E arcade 


of imitators, the latest of which is 


| ASL's Impact. 


Following in the normal 


| Breakout gameplay, the player 


faces 90 screens to be conquered 
by demolition. BO are preset, while 
the remainder are user definabla, 
the player to create 
sereens of his Gun design. 

The majority of bricks only need 


a single hit to destroy them, others | 
some are | 


nego several; 
indestructable, and to make the 


situation even more coniused, | 
even comain | 


some screens 
invisible bricks. 


Wandering aimlessly around | 


each screen are small aliens, 
which are destroyed on contact 
with the bat or ball. Although these 
aren't harmful themselves, they 


oecasionally release small white | 
bombs which incapacitate the bat | 


momentarily on contact, enabling 
the ball to escape off-screen and 
losing the player a life. 

When hit, some bricks release 
yellow tokens which can be used 


to purchase one of nine pieces of | 


equipment to aid the player in his 
task. These include slowdown, to 
reduce the speed of the ball, a 
torch to light up invisible bricks 
and lasers for wholesale 
destruction. Nine icons lie down 
the right-hand side of the screen, 
each cormresponding to the 


availabla Mems. A black square | 


highlights the currenthy aftordabls 
tem and as tokens are gatherad 
tha square advançes accordingly. 
any tokens remain unused at the 
end oíthe level, they are converted 
into an end-of-level bonus. 

Five lives are provided at the 
start, with an extra bat being 


| « Impact, the publicity claims, lean goto Pi oue sohtao pit 
wo more appropria 
are polished RE nor Cu ado: the 
adequate. Gam | 


mg... a whimper 
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the sound is 
| addictive (isn't it alw and if vou get bored of 
| BO screens Ato it construction 
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- Less of an impact on the Spectrum 









“The attraction and addiction of simplistic graphics and 
elementary gameplay has bsen no more evident on computers 
than in the implementation of Breakout on the Spectrum. lt's very 
easy to criticize games of this type (especially Impact) for their 

uninventive use of the display area and meagre tunes created in 
what is essentially an easy game to program. You can't deny 
their addictiveness but, |-am appalled to see ASL 
charging the extortionata (there's no other word for it) price of 
ten pounds for such a simple game. So you get a designer = but 
what use is that if you have very few options in the anyway! 
Batty end Arkanoid still tusele for the top of lhe block-lashara 
pureiy for their Inventiveness and expansion of a very old and 
PREPARE. 















MARK! 


“ Às with most Breakout-type games, the first thing that goes 

ol red and foste “Does this game offer anything new to the 

formula?'. Well, although Impact is a 

icaily competent game, with some. drawn screens 

bm jade ca ri ot 

new or exciting enough to set it apart from the crowd of other 

variante. Saving that, | did enjoy playing the game for quite a 

while, but | feel Dedo ipa ic raid Lt 
around, you may already have one better than this. 


gamed every 50,000 points. On 
some screens a bonus is attained 
by destrovying in sequence, bricks 
marked with the letters BONUS. 
However, hitting them in any other | 


order doesnt gain the player a 
bean. 


COMMENTS | 


Graphics: little Imagination 
shown 

Sound: inexcusably poor 
Options: ten user-definable 
screens 
General 


The 


«the genre may 


| be oia, but there's no lack of 
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Producer: Firebird 
Retail price: £2.99 
Authors: R Spahl and 


T Gittelbauer 


he salvation of the world is 
at stake. No time for 
preliminary  explanations; 
just strap on a helmet, climbinto a 
fliving suit and embark on a 
bombing run over enemy territory. 

The display gives an aerial view 

of the players spacecraft flying 
over the verticaly 
landscape of land and sea. 
| Attacking alien vessels move in 
irom the top of the screen, and 
ground bases fire from below. The 
players ship is equipped with 
laser fire to combat airbome 
| enemies and bombs to destroy 
ground bases, À target constantly 
Superimposed on the sereen 
indicates where the bombs fall. 

à colourtul panel to the left of 
the action informs the pilot of his 
score and the number of lives left. 
Outstanding - performance is 
rewarded by an extra life every 
10,000 points. 


scroling 
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“ Shoot 'em ups hit the software shelves with monotonous 


* regularity every month and Xarax doesn't stand out from the 


crowd: rms just a competent, rather unexceptional game. 
Bombing and blasting is moderately exciting at first, growing 


challenging as the gameplay progresses and finally becoming a 
tedious and repetitive chore. This is aggravated by the fact that | 


enemy fire is difficult to see. you want to while away an 
aftemoon with some fairly conventional shooting then Xarax 
should fit the bill. " 


| “| remember when it was a pleasure to play a Firebird game 


because they were all original and fresh; Xarax is merely a mixture 


| of old ideas. The tune doesn't flow properly and the layout and 


idea have been stolen from Mirrorsoft's Moonstrike. Despite this, 
the game is neatly set out and the graphics are reasonably clear. 
Colour is used well on the borders but is a bit lacking in the game 
itself, which eventually becomes just a matter of remembering 


| | the attack waves. " 


EE. 


COMMENTS 


Joysticks: Cursor, Kempston, 
Sincialr 


| Graphics: as with most games 


ofthis genre thê 
monochromatic backorounds 


| make the bullets hard to 
| distinguish 
| Sound: repetitive tune 


Options: definable keys 
General rating: in a market full 
of monochrome verticaly 


| scrólling shoot! 'em ups, Xarax 


15 8asily forgotten 


Presentation 
Graphics 
Plavability 
Addictive qualities 
OVERALL 






























Producer: MADX | folia fociran, a plo | TT 

Retail price: £2.99 | 7 seadio “ Pve always been a great fan of the now-aging Boulderdash and 

Aúihior: Fernando Herrera Coe uam E e tr ed while some of the monsters from that famous game rear their 
1986. | “1 Pesedseo IN | | ugly heads here, there are many new features and fiendish || 







screen designs. Graphically the game is quite good, being bold | 
| and colourful, ido sã Rockford himself does tend to look | 
rather small and splodgy. Not 'The ultimate version of Boulder 
Dash' as it claims on the inlay but a pretty decent imitation. " 






adventures but Rockfora, hero 

of Boulderdash and Rocklora's 

| | Hiot, has returned in the 
| conversion of His own arcade 
machine. 

The game consists of five 
worlds which are accessed 
individualy and carry their own 
different themes. Each has four 
hEeveis, and  comprises  an| 
underground tandscape of! 
boulders and strange inhabitants. 
The object of the game is to tunnel 
past the precariously balanced 
boulders in order to collect a 
specited amount of hidden 
treasure within a given time limit. 

Each location has its own 
unfriendiy natives and while all 
cause death on contact, some 
explode, when  strategically 
squashed, to create more 

treasure, 
HF Rockford's task becomes too | 
| exhausting, tha player can always | 


|: four years since his last | 


| KATI 








COMMENTS 


| Joysticks: Cursor, Kempston, 
Sinclair 
| Graphics: colourtul but dated, 
with Jerky scrolling 
Sound: insignificant title tune 
and spot ellects 
Options: definable keys, one 
or two players 
General rating: an old game 
| showing lts age. The free 
ame, Hockman, hardly 
urthers its cause! 





| “The new features in 

Rockford prevent it from 
being just a simple 
Boulderdash clone. Such a lot 
of attention has been put into 
the presentation, though, 
that it's a pity the game falls 
down on technicalities: the 
scrolling is jerky and the 
controls are sometimes 
insensitive. These were 
problems in the original 
Boulderdash and instead of 
improving they seem to have 
become worse. These 
niggles don't completely 
spoil the gameplay but they 
do contribute towards 
making Rockford an average 
budget game instead of quite 
a q00d one. ” 



























































“The graphics on Rockford 
might have been passable in 
the days of the original 
Boulderdash (Crash issue 12) 
but now they're only to be 
laughed at. The animated 
characters and colour 
haven't been changed, and 
the only real | qame 
| differences are a 128K tune 
plus new screens. Despite 
the amateurish graphics the 
playability and addictive 
qualitios are still there, po paca 
though, and with the | | DSUNtE 
inclusion of Rockman it may | | [Elena 
be worth a look. " Adcdictive qualittes 
UVERALL 






















Presentation 








e, 
EX ARNOV. THE WELL-KNOWN' FIRE-BREATHING 
KB. RUSSIANS RUNNING, JUMPING, CLIMBING: 
SWIMMING AND FLYING AFTER THE LosT TREASURE 
OF BABYLON. COUNTLESS WACKY MONSTERS ARE OUT 
Pal TO STOP HIM... EVER SNUFFED IT AT THE HANDS OF À 
Va EC | SKELETON ON AN OSTRICH? INCORPORATING NINE 
É LEVELS OF GAMEPLAY, KRARNOV IS A VAST 4 WAY 

SCROLLING GAME THAT COMBINES BOTH STRATEGY 
AND FAST ACTION AND IN WHICH THERE ARE MANY 
ROUTES TO SUCCESS, 
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IKARI WARRIORS 





| Producer: Elite 


| Retail price: £8.99 cassette, €12.99 disk 


Author: David Shea 


“band of revolutionaries 

have stormed the jungle HQ 

dot General Alexander Bonn, 

| and are holding him hostage. 

Unknown to the querias, 

however, he managed to send a | 

mayday message before being 

captured. Om hearing of this the 
Ikari Warriors are rushed to the 

scene to attempt a daring rescue. | 

Unfortunately the warriors' 
plane crashlands some distance 
from the planned Iz and the two 
surviving warriors are faced with a 
trek through dense jungle in order 
to rescue the General, From here, 
the mission may be undertaken as 
a solo venture or with tha help ot a 
mend controling the second 
mercenary. 

As the Intrepid soldiers vomp 
through the vertically sorolling 
landscape, they are attacked by 
squads of enemy marksmen and 
combateers. Equipped with a 
limited supply of ammunition, 
grenades and only six lives each, 
they go about cutting a swathe 
| through the enemy ranks. às the 
baddies are decimated, the. 
occasional bonus tile appears, 
bestowing such goodies as 
additional ammo, extra grenades 
and fuel for the enemy tanks that 
are to be found at certain | 
locations, 

Boarding these tanks allow the 
players to provide themselves with 
some protection and, more 
importantly, extra  firepower. 
Enemy soldiars who getin the way 
are squashed and the large gun . 
emplacements = which can also | 
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be removed by a well placed | 


grenade — are despatched with 
relative case. However, land mines 
and granades are more 
dangerous: contact with these 
sees the tank bursts into flame 
along with its passenger. 

The Ikari Warriors" mission ends 
only when their last life has faded 


away, Or when thê HQ is breached | 


and the General 
safety. 


escored to 


| “ The release of Ikari Warriors 


has been eagerly awaited by 
the games pla ni 


r ring fraternity 
| for quite a while, and the 
| question is, 'Is it any good”. 


The answer: Well | like it, at 
least! There have been a lot 
of examples of this vertically 
scroling  'massacre the 


enemy! style of game since 
the release of the classic 


Commando a couple of years 
ago but lkari Warriors carries 
on the tradition in fine style, 
Graphicalhy the game ie 
good, | some very 
Ramboesque main sprites 
charging around Ensina | 
| E 


widespread  carmag | 
particularly liked the tanks 
which our warmongering 
friends can use to explosive 
effect. Qverall, a great game 
in the classic Commando 
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“ Yes 's Ikari Wamiors, the game that seems to have been years 
in the making. |s it really just a full priced U.C.M.? Well the 
graphics are close, the layout is similar and the idea is almost 
identical, so the answer must undoubtedly be 'Yes'. t seems that 
this game has suffered in the same way as games like Knight 
Rider and Scooby Doo did, They have just taken so long to e 
that the initial expectation wears off by the time they appear. Ikari 
Warriors has a nice tune at the beginning and there are a few 


nicely detailed screens further up the scrolling landscape but || 


that's about it. There are problems with colour, as per usual, but 
they can't be helped. H may be worth buying this just in curiosity 
but | can't really recommend it. ” 





“ The long awaited, much anticipated Ikari Warriors has finally 
negotiated the conversion from the arcades. Graphically it has 
survived the inevitable loss of colour content and detail: the 


| landscape is well defined and retains the boldly contrasting 


features of the original, Crashing fiercely through the 
undergrowth, dodging bullets, hijacking tanks and hurling 
preancos are mercenary pleasures which never seem to pale, 

ailed missions are sufficientiy frustrating to keep hardened 
guerilia fighters charging back for more, A minor drawback is the 
inadvertent camouflage of some of the enemy fighters; being 
capped in the back by what looks like a harmless piece of 
vegetation can be inturiating at moments of strategic tension. 
Vigilant warriors are unlikely to be troubied by this and who 
cares when you've got the crucial elements of an arcade game 
in the comfort of your own home. ” 


Era TT 


Eua — 
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Joysticks: Cursor, Kempston, 
ainiclair 

Graphics: the constant 
strolling keeps the action 
coming thick and fast 

sound: rough and tough tune, 
but fegble eltacts 

Options: Kempston mouse, 
one or two plavers 

General rating: If Ikari 
Wrarrorshad come out when ft 
was first advertised it would 
nave been an amazing success 
— however much more is 
needed nowadays 


Presentation 
Graphics 
Plavability 
Addictive qualities 


OVERALL 76%; | 





hree of Level 9's most acclaimed adven- 

tures — Lords of Time, Red Moon and The 

Price of Magik = come together in one 
package. Each has been enhanced and enlarged 
with more text than ever before — 60,000 mind- 
expanding words creating magik and mystery 
round every corner. There's a powerful new 
parser, and most disc versions include stunning 
digitised pictures that help to dramatically 
heighten the atmosphere. 


What the press have said: 
LORDS OF TIME: “Destined to become a classic” — 
Computing with the Amstrad, 


RED MOON: Best Graphical Adventure or Best 
Adventure of the Year - Zzap 64, Crash, Amtix, C&VO, 
CC, and Amstrad Computer User, 


THE PRICE OF MAGIK: “Another superb adventure... 
their best yet” - Commodore Lser. Also a Crash 


Smash. 
putas DEN E 


Europa House, Adlington Park, 
Adlington, Macclesfield SK10 4NP. 


ENQUIRIES: 0625 878888 ORDER HOTLINE: 0625 879320 


interactive fiction 
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o " Atari ST version 
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Spectrum (cassette!) Plus 3 (disc) 
Commodore 64 (cassette or disc] 
Amstrad CPC (cassette or disc) 
Atari XL/XE (cassete or disc) 
Amstrad PCW (disc) 


Apple (disc) 
£ 14.95 


Atari ST 
Commodore Amiga 
Macintosh 

Amstrad PC, IBM PC 
and compatibles 


£19.95 


Available trom all good stockists pr order direct by sending a 
cheque or postal order made payvable to Mandarin, together th 
vour name and address. Price includes P&P. AcçessíVisa owners 


Phone our hotline or send your card number with your order 





Caro. 


| bricks. 


Producer: Imagine 


BM s everyone knows, 40,000 
a | years ago the Arkanoid 
MP aspace Wars liberated tha 
universe from the tyrannical 
dimension controller DOH. Now, 
having regained their strength, the 
aliens are making a comeback. 
DOM has metamorphosised into 


| an even more venegeful form and 


is hiding out in the space ship 
aking control of the 
snacecrafi Vaus || - a modified 
version of the original = the player 
must penetrate the enemy ship 
and exterminate the alien invader. 

The Zara consists of a series of 
rooms comprising various 
mulicoloured arrangements of 
These structures are 
broken down by an energy bolt 


| defiected off the surface of the 
' Vaus as it manoeuvres deftly from 
side to side. Iiferent bricks have 

| varying levels of resistance: some 
| must be struck a number of times 


before they can be destroyed, 
while others disappear 


| momentarily only to regenerate; 


only a few are indestructible. 
Each room contains a generator 


“which releases a constant stream 


of hostile alien life forms, These 
spinning, bouncing and revolving 









































| Retail price: £7.95 cassette, E 14.95 disk 
| Author: Mike Lamb 


Creatures variously obstruct and 
aid the movement of the ball. Their 
determined descent towards the 
base ofthe screen comes to a swil 


and cia fa on contact with the | 
aus, 


valiant which 
impesrvious to their touch. 
The destructon of specific 
bricks triggers the release of a 
variety of difierent energy 
capsules. Identifiad their 
lettering, these have the power to 


remains 


transform the molecular structure | | 
| lost in the background. Thi 


of the Vaus on impact. The dextral 
skill of the player determines 
whether the spacecraft spawns a 
twin, is shadowed by a ghost, 
doubles in size, assumes extra 
weapons (laser power, smart 
bombs, extra energy bolts), flies 
against a serolling backdrop or 
shrinks to a fraction of its size. 
Special 
random factors into the game ... 
A screen display shows scoré 


and current level. Generaly, to | 
progress from one level to another | 
the screen must be cleared of | 


destructible bricks. Occasionally, 
however, capsules are released 
which bear a warp, alowing the 


player instant access to the next | 


round. 


“The Revenge of Doh is a very professional rendering of the 
ageing Breakout theme. The graphics immediately catch your 
| eye: all the backgrounds are textured and the arrangement of 
bricks on each screen seems to make use of more colours than 
the Spectrum actually has to offer. Gameplay is smooth, having 
none of the problems with random speed changes typical of the 
original Arkanoid, and collision detection is accurate, The 
of capsules ensures that play is different enough to charm the 
most reluctant addicts, especially with the element of random 
bonuses thrown in. One minor drawback is the colouring of the 


bat; it's 
camoutfi 


rs the same as the background and unintenti 
d. In the long run, this is just a small hiccup in an 


extremely slick and well presented game. " 





capsules also inject. 











“ Arkanoid is the second of 
the Breakout-style games 
featured in this month's 


| magazine, and is in my. 

| opinion by far the bestofthe 

two. Graphically the game |s | 

great, with a very fast and | 

realistic ball being bounced | 
around some very clear and 

| subtiy 


coloured screen 


| designs. Sadiy, though, | do 


have a very minor gripe, in 


that on some of the paler || 


screens the bat tends to get 


is a little disconcerting, anda 
lot of concentration is 
needed to keep one eye on 
the bat, and the other on the 
ball, Às | said though, this is 
the onhy slight btemish on an 
otherwise enormously 
enjoyable game; definitely 
one for all Arkanoid fans. " 





 Immensety playable and 
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“ The Revenge of Dah is just 
| another run of the mill bat 'n' 


ballgame. There are so many 
similar games on the market 
that nobody really takes any 
notice of them any more. The 
graphics are  excellantiy 
drawn and would look 
fantastic on screen if onhy 
they were against a black 
background. But with a 
vi complex background | 
= which is the same colouras | 
the bat and ball = you soon 
lose track of what's 


happening and die. On the | 


first couple of goes the little 
tunes and jingles are very 
inviting and add 
atmosphere of the game, but 


“after the tenth go they start 


to get irmitating and you feel 
like kicking the monitor in! | 
feel sorry for people who 
own ona of the older 
Spectrums because they 
cant even pull the sound 
socket out! Personalhy | don't 
think this game will do very 


| wellbecause of allthe similar 


mes that are around, but | 
r aH fans of the original 
Arkanoid should be worth a 
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COMMENTS 


Joysticks: Sinclair 

Graphics: superbly colourtul 
and very vaned 

Sound: tinny on the 48K, 
repetitiva and monotonous 
128 title tune 

General rating: there's even 
progress in the Breakout word 
— Revenge Of Doh proves it! 





to the || 






















Producer: Firebird 
Retail price: E1.99 
Authors: Probe Software 


grin Jnr has been left to 
| tidy up his master's 
castle. Henowned for his 


Clumsiness, it's not long before he 
releases the four talismen of 
Trodor the Demon. Now the emil 
ones power is free to roam the 
castle and the onky way to prevent 
disaster is for Mertin Jnr to restore 
the talismen to their nghtful place. 
Each charm is split into four 





O “Just because games are 
released at a budget price, some | 
software houses see it as a good 
excuse to chum out their worst | keys to select and drop an 
programs. Okay, Demon's| object variously causes the 
Hevenge isn't totally naff, but it's | Inventory to swap items around, 
hearing the bottom of the barrel. | drop something completely 

Graphically the game is okay but | different, or place the desired Joysticks: Cursor, Kempston 
the nasty cemons are rather | object in a totally undesired Sinclair ; 
simplistically drawn — especially | place. Irrational and thoroughly Graphics: the main perspective 






















| segments, which must be retumed the skeletons, which hobble | unaddictive. S SUK | 
whole to one of the castle's four | around in an amusing way. This | KAT chsrantaro eds A 
iemplês. very simple collect 'em up failed to | the game falls apart | | 

Numerous demons traverse the | hold my attention for any lengihof | O “ There is so much wrong with Sound: very basic and lacking a 

chambers, and contact with these time; this game: the characters are tune 3 
causes the player to lose energy. MARK badiy  oefined, monochrome Options: definable keys andthree 
However, finding a pentanglie | Sprites that move across the levels of difficulty (Easy, Hmm 
restores Merin Jnrs flagging | (8 * Sorceror's apprentices are | soreen in jerky diagonais. Thespot and Heavy!) agf 
SpArS. Although inttialiy | traditionally dogged by bad | effects are just basic beeps and General rating: poor enough to 






defenceless, Junior is able to hurl | luck. Merlin Jnr also has the | there is no tune whatsosver None  aive budaet nam jd nat 

bolis of mystit energy at the | misfortune of appearing in a | of the monsters look menacing 9 get games a bad name 

badaies oncehehasfoundthetwo | fairly insipid adventure, The | and they only kill if you stay in one 

spelis which enable him to do so. graphics are finely detailed and | place for about five minutes! The á 
Objects vital to the success of | create a grim atmosphere, but | idea of collecting objects isnt EE uSubi 

his mission include two keys - one | they can't compensate forbland | exacily new, and Since they dont EEUuts 

aliowing access via the wooden | and bungled gameplay. The | have any effect on what pour [LEE 

doors of the castle, the other instructions are afeeble attempt | character can do, it seems a total Addictive qualíties 

opening the metal doors of the | to make sense of a completely | wasto of time. " OVERALL 

dungeon. ilogical system. Pressing the | NICK 

















DISC/PRINTER 
INTERFACE 
x Up to 780K storage with 3:5 or 5:25 discs. Add the 


X Instant transfer from cassette or disc with snapshot and s 
button — up to 16 48K games or 6 128K games per disc. a DISC DRIVE 










of É 





















X Load/Save in an amazing 3-5 seconds [128K in 10 secs.) to your SPECTRUM 
X Print screen at anytime with unique snapshot print. jany model except +3) | ; 

Single or Double size, Es | Jr | 
x Compatible with a wide range of serious SUPER PRICE ONLY , Ds 

and most games software. Can use Disciple discs. Ag: 
x From MGT... the designers of the Disciple — Supported £ | 

by INDUG — The Disciple Users Group. é 

enem! FOR FULL DETAILS BY RETURN POST, PLEASE SEND SAE 
| MGT, Unit 4, Chesterton Mill, | 

| French's Road, Cambridge 
ANIS | CB4 3INP or call 0223-311665 


“Timings are appróximate, depending on drive, 











| Producer: GO! 


Authors: Beam Software 


t takes many years to train a 

(cadet in the Steller Imperium's 

pilot academy, and at the end 
of that time they very often feel that 
they're ready to face anything. To 
keep them in their place, the 
instructors devised one last test: 
the X12 fighter simulator, aptly 
nicknamed 'Bediam”, 
| From the title screen, Bedlam 
| offers both a one player game, 
| plus a dual player mode in which 


two pilots are given the chance to 
co-operate in killing the aliens or, If 
| they feel particularly mean, trying 
| to kill each other. 

There are 15 space stations, ten 
moconscapes and four pinball 
tables to breach before the 
budding cadets can cam their 
wings. Space station surlaces are 
immediately difficult to negotiate 
| since they are bristling with radar 
installations, guns, and missiles. 
| Further  oppositon is then 
provided by aliens vessels which 
| swarm at the player's craft in large 
formations. These are shot to 
award the player a hefty bonus, 
but colliston with enemy fire and 
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| Retail price: 128K ONLY £8.99 cassette, £12.99 disk 


static targets proves fatal to the 
ship, three of which are provided 
tor the mission. 

To aid in the task, there are 
useful tems scattered around the 
sereen: flashing diamonds are 
destroved to uncover hidden 
objects, including extra firepower, 
additional lives and shields, while 
collision with a teleport symbol 
er to one of the 


game's four pinball tables, The aim 


ut the 


| feature | particulariy like ie the bons 
every now and then. These not onty 


iris Bor ld with some n 


É fe “but piay Ea ball pdoe 
a very realístio manner td 
38 huge formations of mea 


great rj down ro pes foyalble 
dpi, Beam mol wbth re ain prio é game. in my 
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“ Bedlam is an impressive game to look at: the gr is, 
| particulariy fi lho punhal O Quind. do Colmiriia aee an 
some interesting features. The gameplay, with unsuspected | 
dangers lurking everywhere, is also unusually varied for a shoot- | 
'em-up; by introducing motherships, magnetic force fields and | 
mes, the ini ha have obviousty tried to create 


ing outof the ordinary. 





 'GO!'s best release vet' 





to say the least, but by all 


disappointing 

accounts Bedlam could be the game to tum GO! around. Although 
as Siap Fight, Flying Shark andevery | 
ilant, Bedlam has one great difference 
- it's NOT monochrome! Gone are the frustrating shouts of, 
“What hit me?" and 'I couldn't even see that", The technique may 
be old, dating alithe way back to Lightforce, but | don't think I've 
pao Gaga in such an impressive way before. Badtam 
t the titia suggests: constant action all the way 
through with hardly any hold-ups. lts only flaw Is that the game | 
tends to speed up and slow down in unison with the amount of 
enemies on screen, If all you want is basic blasting fun then 

Bedlam could pano aa al qe io 
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| fast enough to male fne most of ii theso features | 
| is sluggish (you always seem to be forcing the 
joystick) and as a result the game lacks a compulsive E or 
Hardened blasters probably won't find this a drawback; others 

| should think twice before releasing their cash. ” 









“e Now this is more like it. Just lately, da aC | 
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| briefiy multiplied by the relevant 


| are large alien motherships. These 


| they are destroyed they become 













ite | 
the 





Untortunately the action isn't 
Control c 


















here is fo gain as many points as 
possible, and hitting either a X2. or 
a X1O scoring amplification factor 
is the ultimate goal since the 
players sgore in the main game is 








amount, 






Also making their presence felt 







neavily armed and armoured craft 
can be destroyed for bonus points 
and a very welcome shot of 
invingibility, aithough each time 








more powertul on their next visil. 







Joysticks: Cursor, Kempston, 
Sinclair 
Graphics: all the colour 
without the clash, made frantic 
with some fast animation and 
séroiling 
Sound: average spot effects 
and poor tune 
Options: definable keys and 
one or two players or two 
players simultaneously 
General rating: probably 
GO!'s best release vet, The 
sequential and dual play 
options add longer lasting 
atra Sadiy, ONLY on the 
128K Spectrum 







Presentation 16% 
Graphics TT o 
Playability 13% 


Addictive qualities PÉS frio 





OVERALL 75% 
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Producer: Imagine 
Retail price: £7.95 
Authors: Dinamic 


ynics may call it just an | 


American version of 
netball, but basketball is 
fast, furious and athletic = and 
spanish programming house 
Dinamic will have you jumping 
E hoops m Basket Master, 
favourite basketball 

simulation so far. 


Ateach end ofa basketball court | 


is a netted hoop, and players 
attempt to throw the basketball 
through the other side's hoop (a 
goal, in effect). Two points are 
awarded for each successful 


“throw or “basket”, and an extra 


point if the throw is made from 
dutside a marked arc. 

Five players make up a 
basketball side, but Basket Master 
has been simplified to have just 


| ne on each side, and there are 


three skill levels to choose from: 
beginner, amateur, and NBA 
(America's National Basketball 
Association is the sport's main 


| Organisation). 


laying against the Spectrum or 


another joystick-wielder, die can 


move in amy direction and dribble 
with the ball to keep il away from 
the opposition. Players try to steal 
the ball by constantiy una 
whoevers  carying dl 
gnatching it as soon as lt's not 
protected by his body: Baskel 
Master helps by indicating 
onscreemn when it's the perfect 
moment for a steal. 

And players can always 
mtercept the opposition's shots 
toward the basket. 

Throws at the basket can be 





- À basket full of fun 


| from. the 





made in various styles, ranging 


sky-hook to the 
spectacular slam=dunk, which can 
onhy be made: from the zone 
directly beneath the basket and 
requires much more energy than 
other shots. À successful slam- 
dunk is followed by a slow-motión 
action replay with enlarged 


"“ Basket Master is an impressive game. The gra 
extremely well-defined; the movement of the sprites i: 


and shown 


Basket Master, ” 


The all- islã statistics 


FOUL S 
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à REBOUNDS. 
3 POINT 
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in plenty of detail, particularly under the 
magnification of the action replay; even the cheering audience 
performs its own little actions. 
Strategy is as important as quick reaction (just rushing in and 
tac your opponent only results in fouis), so the initial appeal 
| should last = the only drawback is that on all the levels, even the 
| beginner's, the computer is hard to beat. Still, presumably even 
| the Harlem Globetrotters had to work hard at first. 
| Wyou're looking for an unusual sports simulation and you're 
| not put off by stiff computer opposition, go for a slam-dunk with 
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|“ Inever was any good at basketball, and à shows when | play 
| this = whatever skill level |'m on the computer always wins! But 
there are lots of little things to make Basket Master addictive: the 
slam-dunk action replay, for instance, and (if you can master the 


controls) some fantastic trick shot combinations. 

The crowd doesn't give much atmosphere except by bobbing 
up and down now and then as if it were on but otherwise 
Dinamic has done an excellent job on the graphics and 
animation, Basket Master should be good for anyone into nto sport | 
simulations, but watch out = that computer is a dirty fouler! " 





graphics for you to glory in or 
WINnCe at, 

After a basket has been scored, 
the ball passes to the other side, 
which must then bring it forward 
from its own basket. 

| Basketball is meant to have no 
physical contact, but sometimes 
when the pressure is on things can 
get out of hand. Barging into am 
opponent can result in a personal 
foul; each player is allowed only 
five fouls, and lóses the game if he 
commits a sixth. 

The time remaining in each half 
is shown beneath the main screen, 
and when the half ends there's a 
breakdown of baskets scored, 
shots taken, free shots made, and 
fouis committed. 

Previous basketball games 
include Imagine's own Word 
Series Baskotbail (Issue 23/81 9%), 
Gamestar's Champ | 
Basketball (Issum ZA/3T% %) and | 


ics are 
realistic 


BB/B1 


39%) — Incidentally, cynics still 
reading should note that 
basketball was invented in 1891 — 
a vear before netball, which was 
also originally American! 


MARK 


“Go for the two-player 
option in Basket Master — the 
computer ec eai is 
When y impossible to beat, 


| ball he pilos in, nicks it, and 

scores a basket before 

u can even move! Basket 

Master is graphically nice but 
nurtors because ne far too | 


13456 | 
CM 


| Joysticks: Cursor, Kempston, 
Sinclair 
Graphics: well-defined 
| jr ipi sanda 
Su magni action 
bring the game to lite fes 
[& nana simple titla tune; few 


| Options: definable keys, one 
[ortwo players 
à | | General rating: attractive, 
| enjoyable and action-packed 
| | = but the computer opponent 
ismuchtoo hard for beginners 
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Producer: Bulldog 
Retail price: E1.99 
Author: M Webb 


| eadly spores, so virulent 
| that even TCP cant 
destroy them, have 
overrun a laboratory. One hope 
remains: thé strong pesticide held 
ir barrels throughout the building. 
And the task in Spore is to collect 
all the Dbarreis on each level. 

But the spores are continualhy 
released from generator blocks, 
and you must always be ready to 
destroy them with di blaster — 


Producer: M.A.D. 
Retail price: E2.99 


ver cdreamed of playing the 

E Wimbledon final on centre | 
court? Were you Bjorn to be 

a star? Grand Prix Tennis gives 
you the chance — grab your gear 
| and your racket and get ready to 


pit your wits against a top 
| professional player (human or 
| computer), 


Thecontest is foughton a yellow 
monóchrome tennis Court, 
complete with umpire and players' 
chairs. Each match consists of 
three sets, and is played according 
| to the rules of lawn tennis with a 
| COuple of minor alterations: 
plavers don't change ends, and 
the score table always shows 
player 1's score as the first fin the 
real game the server's score is the 
first). 

otrokes ranging from simple 
forehands and scan to 
complex smashes and lobs are 
available. Service 15 controlled by 
the FIRE button: make one press 
to throw up the ball, a second to 
make the-shot. 


At the end of a set the players | 


can take a well-garned break on 


their courtside chairs, and the: 


interval can be extended 

indefintely to act almost as a 

pause option = though real stars 
| Shouldn't need a rest, 


110 CRASH April 1988 





beiore 








they  infect | you. 
Rejuvenating flasks and protective 
pills also help in the fight against 
sporedom. 

Flashing yellow barrigrs can 
imprison you or block routes to the 
vital pesticide — and though vou 
can destroy them by blasting 





“The eg are dismal and 
the little people are barely 
recognisable; Grand Prix Tennis 
is just a mixture of yellow and 
black with white text, a waste of 
everything the Spectrum is 
really sn of. And when you 
go to hit the ball it doesn't have 
to touch the racket — a spot 20 
pixels away seems quite 
satisfactory. Grand Prix Tennis is 
ne below average. “ 


O “The inlay calls this a “fully 
accurate simulation! — but if 
Wimbledon were like Grand Prix 
Tennis nó-one would bother to 
come. There's no atmosphere (no 
audience or line judges, and you 
cont even change ends), and as 
the ball swings in an unrealisticarc 
across the court itlooks and feels 
like ts attached to the net or your 
racket by an invisible string. 
Whether you hit or miss is a 
question more of luck than of 
Uming and technique. 

And the graphics dont give a 
clear indication of where the ball 
has landed, budding John 
McEnroes have some realhy good 
Excuses to rant and rave, 

The thoughtiess design of the 
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appropriate mirrors and squares 
that, too, could release more 









have to 













controls seara things worse, The 


DA pda directions are the reverse 
he obvious: playing a forshand, 


naturalhy to the right of the player, 


is eftected by pulling the joystick 
to the left. Instinctive reactions 
lgad to confusion. " 

KATi 


O “iis beer proved that layn 
tennis can work on the Spectrum 
- Match Point (Issue 8/89%) is a 
finê example - so | have no 
sympathy Weith Such E, 
substandaro version as this. The 
graphics may iook impressive on 
the glossy inlay (the same could 
De said of Konami's Tennis), but 
the programmer apparentiy didn't 
know the first thing about accurate 
coliision-detection and smooth 
animation. 

And the very awkmward control 
method is unresponsive as well as 
illogical. 

If people must produce lawn- 
tennis games, sureiy they should 
leam by others ' mistakes —| mean, 











torrents of spores. 


Joysticks: Cursor, K empsion, 

Nao NDA Work, hora 
G all but well- 

defined characters 

Sound: polidgeid peas ina tin 


18: definable 
which, like the: rs don't 
vi netion); maze-Gonstruction 
een rating: don't be 

off by the simple disptay: pico 
control problems — Spore is. 
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who's ever heard of a 2D 
isometrio tennis game?! * 
PAUL 





Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: crude animation of 
stick characters 

Sound: simplicity at its limits 
Options: definabla keys; one or 
two players 

General rating: a poor attempt to 
simulate a sport which can be 
simulated well — with an absurd 
control method 
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Producer: Mastertronic 
Retail price: E1.99 
Authors: Shaun Southern 


shoot “em up capabilities, now 
is the time to give Proof Of 
Destruction: POD has deliberately 


É | anyone has ever doubted your 


avoided any fesble scénario in 


favour unadulterated 
blasting. 

In this Case, the battleground is 
an. interconnecting grid which 
spans an optional background of 
serolling rainbow colours, and 
vour POD (or PODs, for there is a 
two player option| can be directed 
anywhere along this matrix. 

Aliens generally approach from 
the top Of the screen and are 
swiftiy despatched by the POD's 
btasters. The resultant explosion 
also destroys a piece of the grid 
and while the section heals within 
a few seconds, the gap is 
impassable and  efectively 
restricts movement of both aliens 
and the POD, 

Each level is timedg, the aim 
being simply to stay alive until the 
mer tuns out. An extra life is 


O! Pure, 


| awarded every time a level is 


completed and thus the game only 





Estes 


Í RECKON TLL STAY AN 
mus EVENINA, TVE GOTA á 
FEELING SOMETHINGS GOING ) 

TO HAFEEN! 
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“HOW DEBB 


Desire is like an intimate conversation 
on your PC screen! Just phone in and 
join in for hours of enjoyment. There's no 
enrolment fee — just one phone call via 
your modem puts you through to a new 
world of handy services and fun things to 
do. Take a look at the menu... 


Charpe Rate 38p inc. VAT peak & 25p inc. VAT 


per min. o peak. 


DESIRE 
LONDON El4 9TW 





ends when all lives are lost dunng || 
| dlével. | 





O “Yawn, there arent many | 


games that | almost fail asleep in 
the midole of, but POD is one of 
the exceptions; within a few 
games ithad bored me to tears. All 
it seems to consist of is a few 
psychedelic, eye wrenching 
screens with tons of aliens pouring 
out bullets aí your craft, This goes 
om screen after screen; blam, 

blam, blam. Graphicaly POD is 
okay, but in the playability stakes, 


it's more or less a non-starter. " 
MARK 


6 “ Yuk! What garish colours 
and terrible sound. And as for 
graphics - where are they? Each 
screen is just a grid with loads of 
littie dots, lines and blobs, 
representing aliens, their bullets 
and your gunshots, Justto make 
iteven more confusing your ship 
looks like the aliens! The 
simplistic and difficult nature oi 









“DESIRE LETS ME CONTACT 
pda OF NEW FRIENDS 
Pepe THOMGHT THAT 


the gameplay soon proves 
repetitive and ultimately 
boring, ar 

NICK 


O Take a basic shoot 'em vp, 
strip ft of imelevant scenario, take 
away the sound, throw à in a flashy | 
background and you're left with 
POD. The grid is an innovative 
idea, controls are smooth and the 
aliens Ty in suitably devious 
lormations. Unfortunately there is 
nogimosphere to complemenit the 
gameplay: sound effects are 
extremely limited and the rainbow 
seroling merely obscures the 
action. Remove this and you're left 
with an uninspirina grid plus some 
very repetitivo gameplay. One to 
avoid. " 

KATI 







WHO COULD THAT O 





INTERESTING! 


FALKING TO Fou 


cn 






“HAVE BEEN..? SOUNDS 















| Joysticks: Cursor, Kempston, 


Sinclair 

Graphics: the garish 
backgrounds make POD a strain 
on the eves 

Sound: below average, lacking 
originality 

Options: definable keys, one or 
two players 

General rating: a very poor shoot! 
em up with little lastabilty 


Presentation 
Graphics 
Plavability 
Addictive qualities 
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NOW THAT 1 HAVE 
'PESIRE' TEL NEVER 
PED ANOTHER 

| EVENT IN laço ! 


BIE MET A STRANGER! 


CHATTER BOX The interactive message board. Say what you want to say — 
stir up a hornets' nest, start up a friendship! See the immediate response! 


MAILBOX A handy way to leave messages with friends. 

DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find 
a top computer job! 
GRAFFITI CORNER Whatever you want to say, here's where to say it! 


DEBBIE DESIRE'S PROBLEM PAGE Personal, emotional or sexual 


problems answered. 


PHONE NOW (0)(8)/9)/8) (5]/5) 
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VIDEOFACE digitiser takes pictures from a 
“avideo camera or recorder and turns them 
into standard hi- res Spectrum screens. 


Screens can be c QEeto printer, saved to lapeimicrodrive/ 
iverwbeta, fc ated into other pre JB tammes(wm by 
Jur image Dy, say, ART STUE ENE 2), animated (6 ci o t 
screens can be nc Bay | ADE E DF FAC E ana char 1ped asvo 
| VIDEOFACE is me es Rana adieri 
[56 — all YOU NES à Ee TOS FE DES! 
tdi anda lead, Tou Cali Ever adpust Ho graintthe Black:a ss [o 
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We rato) and create special ellectis!v FACE sa un que: 


| most useful ana pesvprfe DF 
JOSE usetui anã pomerty ; aí 5 50 much fun. 
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AT LAST: THE MOST VERSATILE AND YET 
EASIEST TO USE SPECTRUM PRINTER INTERFACE 


| FUL LYc OMmpr atible with Spectrum [+ 1, Spec trum 128, Spe ctrum £+ (IZAKk & 4BK | 
and with add-ons like Interface 1, Opus Discovery. VTK SODO, etc 
4 INSTANTLY usable — hos EVERYTHING vou will ever need in its 8h ROM and SA RAM 
FREEZE button = to activate MULTIPRINT anytime = STOP any program, LLIST 1t, SAVE or 
| COPY screens, use builtán MULTETOOLKIT, (rejset MULTIPRINT, LPRINT, etc. 
|| ACHE to use = MENU-DRIVEN with screen prompb, one-loui ch comimand's, Julhy etrór- trapped, ele, the, re 
FULLY PROGRAMMABLE — line feed, width & spacing, margins varnous COPY types (text, hi-res, shaded) 
aro sizes ho pa or paris, standard or tarde: 1, tokens — all can be instantly set AND prógrammed in BASIC, 
JOLKIT +, Er] ai Com npatible uith O ENE de 
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Às long as you kmow how to load a game, MULTIFACE will COPF it at à touch of a button! 
Having saved a game, you can contirue it or re-save later as pou progress. Programs will reload even 
without MULTIFACE artached and run where pm rose pi SAVED. 
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Applied magic tor the Spectrum hackers: 


gisters, etc 


Essential for ony m/code user — 54 


des, etc. 
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SPECTRUM+3 - THE BEST ADD 
FOR MULTIFACE 3 


n the beginning there was the 
Spectrum. Lots of people bought 
one. Lots of other people wrote 
games for the Spectrum, and tots of 


fine for Depeche Mode but not for so 
hot for computer software. Slow, 
unreliahie and trustrating were 
some of the kinder terms used for 
the medium. 

Now there's the 128K + 3, a games 
| machine that has all its software on 
| tape and built in disc drive... 
Guess what Romantic Robot has 
| produced? 

Multiface 3, that's what. Plug dt 
into your 128K +3, and load a game 
from tape. Press the red button and 
you can port ft on to disc at any 
stage, yours to load in a trice at à 
whim's notice. Multilace works by 
waiting for the program to load and 
run. Then it takes à copy, and as the 
program was running aí the time, it 
will run wben the copy is loaded 
back later. 

The tape to disc function of the 
Multiface 3 would be enough to 
recommend it to anyone. But there's 
more. When the red button is 
pressed, a whole range of functions 
appears. You cam look through the 
128K+3's memory, altering it at 
will. High scores have never been so 
easy to obtain. Memory can be 
displayed as hexadecimal, decimal 
or text. All of the 128K + 3's 128K of 
Ram can be fiddied with, not just 
the 488M"s worth that Basic has 
access to. 

Tou can also print out areas of 
memory and screens in a variety of 
different forms. The Multiface 3 can 
do the same types of graphics 
dumps as its brother Multiprint, 
straight text, Spectrum-style Copy 
and a couple of shaded screen 
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1284+3 Basic does, butt does it in 
the middle of programs. 

The main purpose of the 
Multiface is to get things on to disc. 
As well as the simple Save and Load, 
it's got à few other tricks up its 
interface. You can, for example, use 
the disc from 4BK mode. Lots of 
people get excited by this. 

Other things that the Multitace 
can do is allow you to erase a file to 
make room on a disc, in case you 
need to save something in mid-game 
and can't get to Basic to do the 
deed. You can't Format a disc from 
the Multiface, atas. 

Multiface also compresses stul 
automatically, and doesn't Save 


empty areas of! memory. These two | 
features mean that you can get (for | 


example) more than three games on 
the 170-0dd K altowed you per disc 
side. But you cam tum those 
features off, H need be, 

Everything is accessed by the 
traditional one- or tro-line menu ari 
single keypresses. Multiface 3 is 
very caretul about invalid inputs, 
and didn't crash or otherwise 
misbehave at all. And | did try to 
contfuse it. 

More than that, what can | say? | 
enjoy a good rant, most revigwers 
do, but the Multiface 3 seems set on 
continuing the Romantic Robot 
tradítios of doing the job reliabiy. | 
cant even complain a little. 

Any 1288 +3 owner will find it a 
wunderful device, indispensibla 
even — Em not giving mine back 
without a fight. | expect to see the 


usual extra programs appear for the | 


best in due course (Genie et al), 
whereupon not ans a Multiface 3 
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FEGUARD 15 an infinite life finder 

the MULTIFACE | er 

the MUL TIFACE 
ready to took for 

| Once it finds 

the same — you || win again and agam 


and for Roda dim , 


Install fito 
RP laada carmo pros: 
| 28, load à game, press 


: button and LIFEGUARD is 
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and just £4.95 to existing subscribers 


As all good gremlins know, you can't afford to be 
without your latest issue of CRASH if you want the 
lowdown on the high jinks of the Spectrum computer 


world. Missing your issues of CRASH means you'll be! 


missing out on... 


E The most UP-TO-DATE and DETAILED review section 

M IN-DEPTH and EXTENSIVE tips on the latest games 

M FEATURES packed with the information YOU want to know 

H every aspect of Spectrum gaming = strategy, adventure and PBM 
E hardware reviews by the real EXPERTS 

E home entertainment - VIDEOS, BOOKS and TOYS 

E hundreds of extras — posters, tapes and 3-D pictures 

E BRITAIN'S BEST SELLING COMPUTER MAGAZINE 


So be sure of your copy of CRASH every month and 
subscribe NOW! Every new subscriber can choose one of 
the games opposite FREE with their subscription. 

If you're already a subscriber then you can renew your || 


| subscription with this offer and also receive a free Gremlin 
Graphics game. 


If you're a subscriber but don't fancy renewing just yet 
you can choose any one of the games on offer and pay a 
mera 24.95, | 

Just fill inthe form and 12 issues ofCRASH willbe yours: 
REMEMBER all subscribers avoid those embarrassing 
magazine price increases AND are guaranteed a copy of 
CRASH EVERY MONTH. 
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p SENDTHIS FORM TO: 
GURU DENISE | FOLLOWED THE GREMLIN SUBS OFFER 
Dear Guru Denise 


property. Lunderstand that... 


| just couldn't resist your generous offer. | hope I've filled the torm in 


Hi want to join your CRASH subscribers | enclose a cheque or postal 


CRASH PO BOX 20 LUDLOW | SHROPSHIRE SYE TDB 


My choice of game is: 
CYBERNOID — THE FIGHTING MACHINE 


order for £18 (or £25 tor surface mail outside mainland UK, or even £38 
for air mail outside Europe) made payable to NEWSFIELDLTO. |'va also 
ticked one of the games below, which | shall be pleased to take off your 
hands for no charge. 
And that if I'm already a subscriber, and want to have another 12 fun 
packed issues, [also indicate my subscription number and starting issue. 
Butif Em already a subscriber and don't want to renew, just take the 
ame, lunderstand that | Can choose any one ofthe games and getitfor 
4.30 — a real bargain. | will also quote my subs number. 


Please tick appropriate box:- 


| would like to follow the Gremlin's example, joining the CRASH 
subscribers and receiving a free game 


'malready a subscriber and like the ideaota free game, so |'d like 
to renew my subscription starting with Issue | [| 

My present subscription numberis CP TT T 

Fam an existing subscriber and would like to receive my game at a 
special subscriber price of 24.95, 

My present subscription number is CP TT T. 


| enclose 218 for a CRASH subscription and free game 


Lenciose £25 fora CRASH subscription and free game for outside 
mainliand UK — surface mail 


| enctose £38 for a CRASH subscription and fres game for outside 
Europe — air mail 


| ençtose E4.95 for à subscription copy of one of the listed games 


BASIL THE GREAT MOUSE DETECTIVE 
NORTHSTAR 

MAS 

BLOOD VALLEY 

VENOM STRIKES BACK 

DEFLEKTOR 


EE Rm Em ne 


TOUR DE FORCE 


Please fill in your name and the address to which your CRASH 
subscription and free game should be sent 


PLEASE USE BLOCK CAPITALS! 
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OIN-OP 
PRODUCERS are 
at rd licercas 
eft, right and centre 
this month. Activision 





game rights to four arcade hits. 
's Afterbumer, the hugel 
successful fight simulator, is the 
“one that evaryone's looking. 
| onbaroio, but twon'tbe outuntil 
the: pedida? e They also have 
the amazing N=Type, licensed 
from iram, n which you btast your 
way through the monstrous Bydo 
empire, as Ss other two 
Activision deals come in the farm 
of SD/ and Time Scanner. In SD) 
you must seek out hostile forces, 


software house of 1987 by CRASH 
readers, try to sustain thalr 
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| moments aito's. 


have recently gained the computer | 


| Youcan'tkesp a good 
and followir 


and Time Scanner puts you atthe | sue 
a and "Grés Baret (88%, sue 


controis-of a sophisticated pinball 
machine. 
Ocean, votad the Number One | 





| success into 1888 with three 
tremendouis arcade tle-ins. The 


game to piay in the arcades at the 
Operation 
Wolf, and in a few months time, 
courtesy of the Manchester 
software house, itil be the game 


to play on your home co! er. 
ho y OR Y mpu 


are also sitting on 


| from the Konamiarcade | 
E ame, and SNK's Guerilla Wars. | 
| “All three shoot 'em ups should be | 


released in autumn, 
DEA THWISH 


(Ocean! 5 age 





28) come Target Renegade an 
Vindicator - Green Beret il. In 


Target Rs you're back on 


the Streets beating up punks and 
- The Dark Side: semds your Spectrum to a new dimension 
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Beastie Boys fans as only you 


know how, What's been seen of it 


so far suggests something even 
better than the original. Both 


games should be out in the very 
near future, 
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game of 1987 was, withouta 

doubt, Driller (979%, Issue 47) -— 


scooping five awards. ltsgraphics | 


el spetem, ddsigneis 
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took 14 months to programme and 
Incentive are determingd tomake 
themostofthe innovative. 
technique. The nextgameto come 
from the small Aldermaston 
software house is The Dark Side, 
also programmed by the Maior 
Developrments team. |t's set 200 
vears further Into the future on the 
moon Tricuspid (also the name of 
avalve in the heart = Biology 
mminion). Your main objective isto 
pe the giant weapon known 

as Zephyr One from destroying 
Tricuspia. Your equipment 
comprises nothing more than a 
futuristic space suit, a quad laser, 
aprotective pr and a jet pack 
for extra mobility. 

The Dark Side makes use of all 
its predecessor's features and 
several new ones, At £9.95 (ES. 
“cheaper than Onilen it should sell 
as weil as CRASH hotoffthe 
press. 


GOTHIK 
ADVENTURE 
Mei Agudo Gothik from 


is now ready for release 
| Raros You play the partofa 


young warrior who must find the 
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pole elimbina, bostthrewing, sack 
racing and running up walls! Each 
country hasits own alternative 
national anthem —tor example the 

| Can-Canir France. Amultiload,of 
Course. 


| zorm cenTURY rox 





| RT game seems destined 


| to reach new depths oí sexismin. 
| software. You play the part of the 
dad otGranath (really) who, 
tin ior r magic whip (honestl, 


must enter a-cave complex and 


“destroy the evil creatures that 


prevent her progress. The 
animation of Vixen and her fox 
double are digitised frora. the. real 
thing: futaterror that + A 

Grand Slam (f 


ty Argus 
Press Software) have a. drag 






batehof interesting releases tor 
“the next few 





a: 


. First: o, bn. 





the Quicksilva label, 185 

Gristle - a story about a fat man 

who wants to get fatter! Then. 

coming indune. nba 
|, there's ter 
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E expioits of the famous 


LiverpoohE ngland feothaller and 





brought you Big! s that 
rui u Gary Lineker's 
| Football; (REMO, Issue Mi es said 


[CURIOUSER 


| AND CURIOUSER 


ALTERNATIVE SOFTWARE have 
announced their imminent release gi 
BMX Ninja at 1.99, Using your cycle 
ninja you must battle against 

| | skateboarders, fellow BMX riders and 
| Ninja scooters, lts alia test of skill and 
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endurance; will you be able to produce 
the bunny hops, wheelies and back fl e: 


abie to outwit your fellow contestants? 
In true budget style, again irom 


Pontefract-based Altemative, there's 
“Future Bike Simutator, programinea by 


“over four different landscapes and 
“should be availabie in late June. 
"The latest in armoured vehicles 
“should be qutin À 


ust justin 
time for the Motor 5 Wi). 
Roadstar XRi, which takes you 


“across land, sea and air, comes 
“from talented programmer John. 


'Pnilipsof Mebuius (E5%, Issue 47) 


“fame. Then, for release in 
September comes another shoot 
| Asimodius 


em up, 


| = The Angel Of Death: is another 
arcade adventure from Hewson 
waiting for. a November release, 


Followins closely after that is 


Retiaçlo Gooco's (CRASH 


Smashes, Exolon and Cybemoia 


| The Fighting. Machine) next 


mystarious game, às vet without a 
name. 


: po data qua q ao 
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Sofistorm Developments Stradole your 
jet-powered armoured bike and prepare 
to batile with tellicw riders as you race 
ihrough death alley. ft. comes from the 
same team that brought you M.A.D.'s 
UCM (87%, Issue 47). 

Following Hewson's tremendous 
succens with lheir first Rack-lt release, 
Ocean Conquerer (issue 45, 77%), comes 
Balla Valley. From central HO you must 
capture alithe terrorist bases and destroy 
lhe enemy missile. You are aided by a 
chopper to rebulld broken incita a 





to be better than Match Day y 
Accolade (the producers of 
Hard Ball, Ace Ot Aces and Psi-5 
Trading Co.) have recently signed 
up with Electronic Arts for the 
relgase of their next sports 
simulation, Mini-Putt. Their latest 
sports release is based on the 
whacky activity oft-crazy gol, The 
game comes complete with theme 
courses (films, countries and 
arcade games) and three types of 
obatacles. Power and Ata is | 
needed to master this: 


| comical release. 


Hewson's releases for the next | 
year contain many exciting 
products: Next from the Abingdon 
ofiices comes Marauder, written 

| Mark Kelly, Inthe same style as 

Commando tt sorolls verticalhy 


PERA Ee a O, 


res | 
ã = | 


2 A. EREERRES 
tank to protect you from the aggressive 
enemy forces — all for E2.99 
Budgel software names get crazier all 

the time. Top Ten Hits have Dusty Droid 
And The Garbage Gobblers, OK Yah!!- 
featuring Simon, the super yuppie and 
dd lt, Spray ft. Then from 

rebird gb “be seeing Muggins The 
Spaceman, Nínja Scooter Simulator, 
Blow Out and Pogo Stick Olympics. | 
Mastertronic not wanti to miss outon | 
the fun, have got Super | 





FEREZRT 
JED MILHAS 


Brilliantly designed, Corporation is a game Wimadis 
of hugh skill and mental agility — challenging e 
even for the advanced strategist. co AEE 


TED. BO Minds 


at Mitos 
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Itis S0g6 AD. Planet Earth is govemed by all powerful nival corporations. In reach the asteroid and mine the crystal! before the c atastrophic cosmic collisión 
deepest space, a lone asteroid, nch in Minorthian Crystal is on a collision > and before your rival corporation 's team gets there first... 

Course with a stenle moon... : In this pulse-pounding race against time. the opposition is ruthless, the rowards 
As Commander of a robotic space mining team, it is your awesome taskto fabulous and stakes appalhngly high... 


Commodore 64.128 Cassette (£5.59) and Disk (1499) ZX Spectrum 48h 128k-+(E9.09) Amstrad CPC Cassette (£999) and Disk (£1499) 


: A if E! /] : [IONI Mail Order: Activision (UK) Ltd, Units3 &4 Lloyds Close, Finedon Road Industrial Estate, 
EAN d ; Y 2 | Ny Northampton NN845R. Tel: 09393 TETES. perdi 


Commodore programming by Daryl Bowers. Spectrum and Amstrad programming by Simon Freeman Graphics by Focus: 





FUN TO COME 


DOMINIC HANDY on video 


PRIL is going to be one 
helluva month as far as 
| comedy vídeos go, KICRINE, 
ofthe monthto a 
E remendous start |5 the 
ilaribus. OQutrageous Fortune 
(Rank, 15). R stars the wild dwarf, 
Bette Midler, alongside the 
equally funny Sh Long. Both 


are having an affair with the same 


| man, then, unexpectedly he diesin 
a mysterious accident = this |s 
when the fun really starts! h' 5 out 
NOW. 

Also from Rank this month EM 
cansee Richard Charm ainin 
the seque! ta the poor 1985 


second remake of King Solomon s 


Mines lt was firstmade in 1937 
Ne EO Alias successfully remade in 
O [srta PG) 
Both the preque! and sequel were 
shot at the same time! 


| 


Sadiy even King s undoubted 
talent can't rescue this cheap- 
looking movie. Watch outfor King 


in the final segment as a truck 
driver.) 
And from one horror sequel to 
| On Elm 


canbe seenthis | 


Burt Reynolds 
month in the ludicrous 
Reynolds plays an ex-CIA: agent 
who must stop a megalomaniae. 
(cur own Brendon Kavanagh?) from 
taking over America. 

In May from Rank comes Matt 
Dillon in Big Town (Rank, 18). 
| Dillon stars as an up and coming. 
gambler trying to make itbiginthe 
clty. ltstarts off strongly but the 
storyline peters out towards the 


end, 

Parts Fourand Five of the-Crime 
Story series are on the shelves 
now. In Part Four = The Vegas 
Connection (New World Video, 
15) Lieutenant Mike Torello is. 
given the job of uncovering the 
mob's. calo po in Las aaa 
| Part Luca's Fall see 

Toreilo finally set for the Mafia 
boss E] day of reckonine. 

2 (New World 

Video, 18) enters the rental shops 
at the end of April, Às in the much 
| better Cregpshow, the superb 
| horror novelist 
provides the three short stories. 


120 CRASH April 1988 


angenkamp, the 
ral girl of the street in Part 1, 
returns to unravel and resçue the 
ad of a collection Of sulcidal 
enagers ina mental asylum. lts 
a di improvement on Part 2, and 
well worth watching for-the 
tremendous visual effects. 
After appearing in the terrible 
nd last month Whoopie 
Goldberg returns with the much 
more successful, . pin" Jack 
Flash (CBS/Fox, 15). Goldberg 
plays the part of a computer 
operator in the big city who gets 
contacted (through her computer) 
by an american agent trapped 
behind the Iron Curtain. Goldberg, 
as per usual, carries the whole 
movis on her shoulders— and does 
a great job. 

À Lynch's superb cult 
movie, Blue Velvet, should have 
reached your screens by now. 
Isabella ini and 


Hopper play a kinky nightelub. 
singer and a sadistic kidnapper/ 


drug dealer respectively. Blue 
Vealvetwas very powerful in the 
cinema, but | have my doubts 
whether it can be carried over to 
the small screen, Certainiy not for 


the weak stomached! 


The end of April finally sees the 


fe of the hilarious 


Arizona (CBS/Fox, 15). Starring 
Cage and Holly Hunter 


| inehierious comedy about an odd 


couple who kidnap à child because 
they cart have their own, You 
need ta have a strange sense of 


humour to appreciate it to its full, 


Beverly Hills Cop HÍCIC Video, 
15jisallsetfor release next month, 


| Axel Foley (Eddie Murphy) the 
| wise-cracking Detroit cop, returns: 


to Beverly Hills to uncover thé 
Alphabet murders, Alithe old team 
are back, plus a few new ones like 

and the 
director, Tony Scott jof Top Gun 
fame) whose influence Is very 
avident, 

CIC aiso have Brian De 
Palma's The Untouchabies (CIC 
Video, 18) waiting to burstinto your 
home. Sean Connery (who has 
Since gained an Oscar nomination 
for his performance) stars with 
Kevin Costner Inho can currently 
be seen on the big screen in No 


Way Out as the tough cops in the 


age of prohibition. Anyone vihose 
seen the recently re-run TV series 


(on which thefilm was based) will 


know how fascinating and 


| enthralling the whole storyis. Don't | 


miss it! Ennio Morricone again 
provides a superb soundtrack. 
Getting on into May you can 
expect to see two great comedies 
— both from RCA/Columbia. 
Roxanne stars the tremendously 
Porabçe and Pd LA regarded 
Martin asafire chief whose 


ABOUT 
TIMES TOO 


OR ALL those aspiring 
Yuppies out there — there is 
now a newspaper for YOU! 
Early Times is aimed mainly 
at the B-14 year old group 
and is published weekly from Garth 
Publications. “The independent 
newspaper for young people” 
shows strong influences from 


"quality newspapers, such as The: 


Independent (indeed it was this 
paper that provided the inspiration 
for its founder Dr Barry 
Weightman), providing clearhy- 
produced photographs and alarge 
“amount of ustrations. 
Early Times covers a wide range 

“of subjects chosen for their 
specific interest to chitdren. There 
“are sections on cookery 
(containing recipessimilarto those 
on the BBC's Why Don't YouZ, lot 


| lanerelivin 
| family u 


nin láie AR voung Si Dari 


Hannah) can not be stopped — 


| even bythe tremendousiy long 
“nosehe has. Then following quickly 
“In its footsteps comes Woody 


Allen's latest self-indulgent, but 


| comically amusing, film. Radio 


Days is another trip down memory 
the times when allthe 
to huddle (ã around. 
the wireless for a bit of 
entertalnment and fantasy. All 
good, clean fun. | wonder if they'll 
bring out Video Days asthe follow, 
up next centu 

Lastly, all of you that have been 
waiting for five yearssince E. T, first 
came out in the cinemas will be 


| happy to hear that CIC Video have 


finally gained the video rights for tt, 
and are setto release tin, 
Autumn. Well that's mare precise 
than 'possibly never which was 
apielberg s first reaction to the 
suggestion of a video release. ET. 
is the biggest grossing film EVER, 
taking an amazing 8700 million 
worldwide, and gaining nine 
Academy Award nominations, so 
the reigase should be quite an 
aecasion, 


of TV coverage (mainly on the 


soaps) and general informative and | | 


review sections on film and 
theatre. Early Times also has a 


large amount of news from all parts | 


of the world of interest to or 
conceming the younger 
generation — like the Winter 
Olympics, the televising of the 


House of Commons and even such | 
issues as the Russian involvement 
in Afghanistan. There is a also very | 


interesting (but rather eynigal) 


'agony aunt' column — youngsters || 


also have problems = and a 

comprehensive listings section. 
Earty Times is definitely worth 

Inoking cut for — and has a lot of 


backing from newagents so it's not | 


hard to get. thank goodress. But 
fifty pence is a large chunk out of 


someone's weekly pocket money. | 
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Gonna LL30 TTE and Mlehgel 3 


Allwinners, please allow 28 da sforthe delivery ofyour prizes, All iii 

rg ding competitions run in GRASH should be sento Frances M bile, [|] H - ed this month, don't despair! We'll do our bestto get | 
CRASH, PO Box 10, Ludiow, Shropshire SY8 TDB. Please domine. |] RI ASAP ona fas ney say massa) ai in mo aos te | 
Frances as she has enough trouble reading through all your [|] worst (which it hasn't for fhree months now, but we're still waiting) you | 
| | can always send the ad in again, is 





DE À PIRATE 
TRE AI 


WITH A CORDLESS TELEPHONE 


HEWSON'S Cybernoid, the lean mean fighti ng machine, has 
| SOared to success this month with a CRASH Smash rating of 
96%. Contracted by the Federation to deal with a pirate raid, the 
sieek, sophisticated ship has an arsenal of weapons to wipe out 
the insidious Invaders, But imagine for a moment what t must be 
like for the pirates: one long round of drucigery, taking bit parts 
'in other people's games, emptying the Federation coffers with 
“nothing but a rattlng, shuddering heap of junk machinery 
between you and the cool, dark sky. The heroes get all the good 
| ships, Insurance rates are astronomically high and the chances 
of you returning home to enjoy the odd tot of rum and a bit of 
| laserplay are slim. Even in the dsrd century a pirates lotisnota 
happy one. 
Wouldn't it be great, therefore, if you could design your own 
 customiged battle machine — one with just as many extras, add- 
ors and innovations as Cybemoig has andmore? The Federation 
run would be far less dangerous then; vou might even make it 
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chance to 


Te 


Po” 
Bom 


home to enioy some of your well-deserved spoils in the cosiness 
Of your personal pirate den. 

Would-be pirates look no further — CRASH is giving you the 
jesign your own machine. Just draw the best 
equipped pirate ship you can thinkcof, with as many boosters, 
blasters, fixtures and fittings as you fike. 

Two outright winners, whose entries are judged to be the 
most innovative designs, will be rewarded witha Commte!l 828 
cordiess telephone — a great way of communicating with other | 
pirate ships: 

Five second-prizewinners will steal away with a Cybemoid 
sweatshirt, while 25 runners-up will receive a copy of the game. 

E de DM CRAS gica send Eru entry to: COME TELL 

NG Box 70, Ludiow, Shropshire 
dr Dinho armive sa May io 


Make yourself happy = win that 'phone! 








Have you got 
what it takes... 


«LO be an RT 
undercover cop? 


CBM 64/128 £9.99, £11.99 
SPECTRUM 48K £8.99, 
AMSTRAD £9.99, £14.994 
ATARI ST £E19.99a 

AMIGA £24.99a 


U.S. Gold Ltd., Units 23 Holford Way, Holford, Birmingham B6 ZAX. Tel: 021 356 3388 




















